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Violence 


T www.disciples2.com | Swww.strate: 


Includes complete v n of Discieres ІШ лкк РКОРНЕСУ 


E © 2003 Strategy First Inc. All ri served. Disciples Il: Rise of the Elves is'a trademark of Strategy First Inc. 
Strategy First [ESRB CONTENT RATING wwrw.esth.org| All other trademarks and copyright'are properties of their respective owners) 1 
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Trials of Atlantis: the latest expansion to the ашаға winning online roleplaying) 
game: Dark Age of Camelot. Explore the ancient ruined civilization, 
find powerful magical treasure, and discover the Atlantean lore. 


= Nine леш Master Levels, gained only by passing each of the nine Trials of A 
- 20 пеш zones to explore - underwater, desert, underground, and ruined ishlana 
- Oceans full of sunken ruins, treasure and legions of deadly new monsters: 
- Player controlled boats take you around the Oceans of Atlantis. 

- Graphics engine upgrade presents Atlantis in stunning realism. 


š: 


wituwu.trialsofatlantis.com ogi 


Violence 


Copyright © 2003 Mythic Entertainment, Ing All rights reserved. Mythic Entertainment 2. 


01 Camelot”, “Trials of Atlantis," the Dark Age of Camelot and Trials of Atlantis 
logos and stylized Celtic knot are trademarks of Mythic Entertainment, Inc. All other hers. 


RAGNAROK ONLINE" 


http://www.ragnarokonline.com 


Explore the world of 


Rune Midgard 


Ragnarok Online (MMORPG) 


* 15 Days Free Trial Offer 
Enjoy Ragnarok and all aspects of the Midgard world for 15 days absolutely Free! 


No credit card information required or commitment to play. 

* Vast online community with an array of in-game interaction abilities 
Join parties, establish guilds, work and communicate as a team 
Chat with friends, players, and meet new people in your journey. 


* Various character options and features 
Create up to 3 personal characters to fit your individual needs 
Choose from multiple skills and job classes to help determine their future 


* Intense fighting possibilities 
Take part in Player vs. Player combat, Guild wars, or One on One battles 
Join in on a wide variety of Quests that will help improve your characters 


And much more.. 


* For Free Client CD Mail Order: 
http://iro.ragnarokonline.com/cgm 


GRAVITY «mn 


® interactive 


Ragnarok Online, GFC2.0, AEGIS technology and their logos are trademarks of Gravity Corp. 
All other trademarks and copyrights are property of their respective owners.© 2003 Gravity Corp. & Lee Myoungjin (studio DTDS), All Rights Reserved. 
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44 Splinter Cell: Pandora Tomorrow 


44 Play it Again, Sam 
Splinter Cell's Sam Fisher is back for another stroll through the shadows in 
Pandora Tomorrow. We also take a look at the author's "name above the title" 
games and deliver a brief history on "sneaky" games. By Tom Chick, with 
Douglas L. Erickson 


26 Kids, Guns, and Videogames 


Grand Theft Auto ||| is back in the court system, and so is Jack Thompson. 
By Robert de los Reyes, Esq. Also this month: Ubercon in the news 


28 Eve of Destruction 


With a vocal performance in ХІІ, a rapper gets ready for war. By Scott Steinberg 


29 Тһе Enemy of the Reikland 


The Warhammer franchise finds its way online in a massive way. By Cindy Yans 


38 Avast Ye Nerfer 


Pirates of the Burning Sea heads to the online seas. By Cindy Yans 


58 Report for Duty 
Feeling like two-and-a-half games in one, Call of Duty delivers intense WWII 
action. By Peter Suciu 


86 Sinful 


Voodoo PC's aptly named "Envy" is a seriously fast laptop, at a serious price. 
By Steve Bauman 


86 Voodoo PC Envy 
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Rebound 
Mod Squads 


War Times 
Gangland 


Tiger Woods 2004 

Max Payne 2: 

The Fall of Max Payne 
Return of the King 
Contract JACK 
Warlords IV 
Commandos 3 

Anarchy Online: Shadowlands 
War! Age of imperialism 
NHL 2004 

Space Colony 

NASCAR Thunder 2004 
Etherlords 11 

Warrior Kings Battles 


76 Neighbors from Hell 


76 Medal of Honor: Breakthrough 


78 SimCity 4-Rush Hour 


80 Nosferatu: The Wrath of Malachi 


80 Squad Assault: West Front 
82 No Man’s Land 

84 Starsky and Hutch 

84 IndyCar Series 

85 Aquanox2 


89 Fragbox Pro 
90 Tapwave Zodiac 
90 Q&A 


17 Upfront 
92 Applied Game Theory 
94 Road to Nowhere 
96 View from the Middle 
98 Out of the Box 

100 Three Finger Salute 


this month's demo CD 


| Xboxed 


This month's CD includes the demo 
for the long-delayed, long-awaited 
Halo. You can decide for yourself if it 
was worth the wait. The demo 
includes portions of the level "The 


Silent Cartographer.’ Also this month: 


take to the (graphically-intensive) 
skies with Lock-On: Modern Air 
Combat, battle some of your best 
friends online with Savage, have a 
Sims-like space experience with 
Space Colony, and try not to laugh 
while trying Mall Tycoon 2. 


INSTRUCTIONS The disc should autoplay once placed in your CD-ROM. If it does not, 
double-click on CGCD.EXE to launch the interface. If you have a defective CD-ROM, a 
replacement can be obtained by sending the original to: Computer Games, ATTN: CD 
Replacement, 65 Millet St. Richmond, VT 05477. 
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In the lost age of Norrath, three powerful 


Empires will join in battle! Only one will 


BLOOD AND GORE 2 , L 4 emerge victorious from this еріс war, so 
VIOLENCE = ዞ 


SONY ዐ choose your strategies wisely. War Calls. 
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Hundreds of Units, Weapons, Spells, and More 
Online Multiplayer Gameplay up to 12 players 


Fifteen Customizable Lords 


Three Diverse Empires 
Three Epic Campaigns 


У š ው A [] 
“...the game's look really comes alive 
and makes this one of the most 
visually impressive 
ipsae 
computerized D ingeons & Dragons A 
experiences to date.” -Gamespot ^ СЕ 


Yee 


"I can't wait to / 
lose more sleep 
unraveling it.” 
 -ዞር Gamer 


“ToEE is a rock solid RPG 


that faithfully recreates 
a Classic adventure.” -GameSpy 


Developed by Troika Games, creators of the 
award-winning Arcanum and Fallout. 
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Licensed by: 


The Temple of Elemental Evil: A Classic Greyhawk Adventure, Dungeons & Dragons and its 
logo, D&D, Greyhawk and Wizards of the Coast and its logo are trademarks of Wizards of the 
Coast, Inc., in the U.S.A. and other countries, and are used with permission. © 2003 Wizards. 
Software © 2003 Atari, Inc. All rights reserved. HASBRO and its logo are trademarks of Hasbro 
and are used with permission. Windows is either a registered trademark or trademark of 
Microsoft Corporation іп the United States and/or other countries. Manufactured and marketed 
by Atari, Inc., New York, NY. All other trademarks are the property of their respective owners. 
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Entitlements 


Give me Half-Life 2, or give me death 


After a slow summer, the annual flood of new releas- 
es is finally here. Great games always come in 
waves, kind of like how tons of great bands always 
appear after one breaks out from the pack, or how 
celebrity deaths come in threes, or how books about 
cats are evergreen. In all instances, it creates a copi- 
ous bounty for fans and an embarrassment of riches, 
except for maybe the celebrity deaths (unless you 
didn’t like the particular celebrity that died). 

Unfortunately, not everything is perfect in bounti- 
ful-land; a few products can only deliver the dyspep- 
sia of disappointment. Take, for example, the case of 
Half-Life 2: The Stolen Source. You may have read 
last month that someone hacked into Valve's servers 
and released its source code to the Internet (you can 
read even more about it on page 98). Later, someone 
compiled the code to produce an actual running ver- 
sion of the game. 

In a surprising twist in a story full of surprising 
twists, the alleged culprit blamed the act on Valve 
itself. How daring! But | fully support the justifica- 
tion espoused by the remarkably articulate hack- 
er, whose quotes are shown here unedited. “To 
everyone saying this is no Beta: I'd like to point 
out that THIS is what you wanted Valve to release 
on 9/30/03,” he shouted at the world in the text 
included with the leaked version (which | found 
reproduced on a message board, thank you very 
much). “Theres no such thing as a much better 
release in Valves network!” 

The real meat of his manifesto was to follow. "I 
suggested to Valve to stop lying to their customers 
about how much was stolen. However, they disre- 
garded my statement and called me a liar. Now they 
will see how much 1 have been lying when | release 
the Pre-Gold and all 100 per cent of the sourcecode.” 
And then he/she/it delivered the final blow. "Actions 
speak louder then words.” 

Indeed. As “Anonymous leaker” has bravely illus- 
trated, revenge is a meal best served incoherently. 

But his/her/its missive does bring up a few superb 
points. Because Valve violated the trust of gamers by 
“lying” about the release date for Ha/f-Life 2, it justi- 
fies any act against the company. Clearly Valve, and 
by extension all game companies, was obligated to 
provide us a game on that specific date. They also 
owed us full access, screenshots, playable demos, 
and code at all stages of development, at all times. 
In fact, we already owned Half-Life 2 the day it was 
announced. (Or maybe we "Own3d" it.) 

In this new game-centric world, developers don’t 


Ву steve banman 


make games; they absorb the input of the fans and 
digitize that collective will into a product that fans 
can then download for free from KaZaA. If they don’t 
follow that will to the letter, they will pay via constant 
verbal barrages on message boards and, in the case 
of Half-Life 2, outright theft. 

Once we take this leap into the future, we should 
demand even more. For example, all future copies of 
Unreal Tournament should include Cliffy B's home 
phone number so we can personally phone him to 
complain about how Epic nerfed the Flak Cannon. 
And if Sid Meier won't personally read history texts 
to me in a pirate-y voice while | play his upcoming 
Pirates! remake, | will "pirate" every future Firaxis 
game; if | actually knew how to hack into their sys- 
tem, l'd do that too. 

Remember, we are entitled to these perks 
because we are gamers. They owe us everything. We 
don’t need any other justification or rationalization. 
It's just the way it is. 


«developers don't make games, they 
absorb the input of the fans and digitize that 


collective will into a product that fans can then 


download for free from KaZaA.” 


Having said that, we're just like the game compa- 
nies; we want your feedback to help us make a bet- 
ter magazine. We want to know what you think of 
our articles, and whether you'd like us to continue 
doing ones like these or pursue other topics. We're 
also interested in other areas where you'd like us to 
consider expanding our coverage. To help us make 
those types of decisions, we'd like readers to consid- 
er filling out our monthly survey, or visiting our 
online forums. The URLs for both appear in our 
Rebound section. 

Though we're asking for your participation in the 
development and evolution of the magazine, we do 
ask that you please refrain from hacking into our 
computers and stealing our issues before they go to 
press if we do not implement your suggestions. And 
we thank you for your continued support. € 
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IN THE WORLD OF PAINKILLER, YOU NEED TO BE | PROPERLY 
EQUIPPED TO FIGHT OFF THE ADVANCING HORDES OF DEMONS FROM HELL. AND THE 
NEXT BEST THING TO A WELL-OILED STAKE-GUN IS AN NVIDIA GeFORCE FX GRAPHICS 
PROCESSOR. PAINKILLER'S GOT OLD-SCHOOL GAMEPLAY WITH THE NEXT-GENERATION 
GRAPHICS YOU'RE ITCHING FOR, SO YOU NEED THE RIGHT HARDWARE. 
NVIDIA. THE WAY IT'S MEANT TO BE PLAYED. 


Incredibly Detailed Monsters Single and Multi-Player Advanced Physics 
“OLD-FASHIONED RUN-AND-GUN AND A SERIOUS ADRENALINE KICK.” - STUFF GAMER 
“INTRIGUED? YES, WE ARE...” - PC GAMER 


ጆ PLAYS BEST ose © патезру DREAM@ATCHER 
ALIENWARE® 


отр 
used under license from Microsoft. The rating 
All other brands, product names and logos are trademarks or 


Blood and Gore 
Violence 


© 2003 DreamCatche 
of GameSpy Indus 
Corporation in the U.S. and/or in other count 
ነ (TM and ©) 2003 IEMA. 


a trademark of the Interactive Distal Software Assoc 
istered trademarks of their respective owners. All rights reserved. 
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I DIED AS Df NI L GARNER 
I WAS SENTENCED TO SERVE IN PAIN SOMEW HERE BETWEEN HEAVEN AND HELL. I 
АМ THE ANGELS' ONLY PRAYER. 
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HEAVEN’S GOT A HITMAN 


PATNKTLLE 


PAINKILLERGAME.COM 


If we learned one thing from our November issue, it’s to never, ever mislabel 
an area from EverQuest. A few hundred people wrote in, some being nice 
about it, like Heidi Adams, who said, “If | was a geek, | would point out the 
error” (but she’s clearly not a geek). Some were less nice, and we’re 
sorry, we’re embarrassed, and we’ve re-enrolled in an entry-level 
EverQuest geography class. But do keep those letters coming to 
rebound@cgonline.com, and don’t forget to help us out by taking our 


monthly survey at the URL below. 


EverQuest This! 
Your photo comparison on page 56 of the November 2003 issue is 
a little skewered. You are comparing the Aviak village in South 
Karana to a new Kelethin. Now | take it as a great offense as a 
Woodelf Druid, when you compare my hometown of Kelethin to an 
oversized chicken coop. 
Other than that faux pas, it was a great article on EverQuest. 
Rokanna Hardplace 
65 Storm Warden of Sphere of Trancendence 
AKA Robert & Beirget Domingue 


Massive! 
As a lover of massively multiplayer online games, | enjoyed looking 
at all of the wonderful information you gathered on those games. 
It was awesome. Keep the MMORPG articles coming. 

Xarrith, FoN Officer 


| really have to wonder about the policies of this magazine. Here 
we have the November 2003 issue and you re-review Anarchy 
Online: The Notum Wars and Ultima Online: Lord Blackthorne's 
Revenge? Why not show the reviews of those two expansions and 
follow up with Anarchy Online: Shadowlands and Ultima Online: 
Age of Shadows? That would have been more accurate. 

Also, the subscriptions graph you did was pretty lame. It has 
very inaccurate information on at least Anarchy Online, and proba- 
bly other games. The misinformation in that graph makes AO look 
like a dying stepchild, and | sure as a heck know better than that. | 
mean really now—Shadowbane has more subscribers than AO? 
Take a trip around an AO server and you'll find a heck of a lot 
more activity than in Shadowbane or Asheron's Call 2. 

James D Sena 


In the case of the older reviews, they were not re-reviews. In the 
specific cases you noted, Shadowlands wasn't available at the time 
of that article and is reviewed in this issue, and we never received a 
review copy of Age of Shadows. —ed 


In your latest issue on massively multiplayer, you gave Asheron's 
Call 2 a low rating. l'm curious why you gave it such a low score. 
You stated that the game hardly ever peaks over 900 users. Well 
that is false; it peaks over a thousand users every weekend. And 
on the weekday there is always between 300-800 players online. 
After the latest fixes, there is hardly anything in the game that is 


broken 
now. 
l've never 
had more fun playing 
any MMORPG than Asheron's Call 
2. Right before playing it, | tried the 
Shadowbane free trial; talk about game with major prob- 
lems and having a lot of trouble finding anybody to fellowship 
with. But remarkably, you guys gave that game a much higher rat- 
ing than AC2. 
Usually, | think your reviews are on mark, but this time you 
missed the bullseye. 


a OT of the 
the, hiding, 


Joey Hibbard 


Thank you for your re-assessment of Jumpgate. This underappreci- 
ated game needs all the attention it can muster. 
Tighe Fagan 


You forgot at least one MMORPG in your article, Dransik! We're a 
sprite-based MMORPG that's been around for something like five 
years now, and we've been a pay-to-play game since March 2003. 
We're slowly but steadily building up a loyal following of gamers. 
For more information, check out our website: dransik.com. 
Todd Yarbrough 
www.dransik.com 


| feel the need to point out that to the best of my knowledge, | 
have never seen you cover a popular text-based online role-play- 
ing game known as Dragonrealms. It has been around since the 
early to mid-nineties and the parent company has been around 
since about 1987. 

Dragonrealms is far from its only gaming product, but it is my 
favorite out of all of them and boasts a respectable number of 
players, ranging from 300 to well over 2000 at peak times or 
when events are going on in the game. | myself have been play- 
ing the game for well over six years and can attest that it is as 
enjoyable as it was the first time | started playing it all those 
years ago. 

This in no way means other online games are any less better or 
worse than Dragonrealms. | am hoping that you will consider 
including it or revamping your list of such games to include 
Simutronics as part of future issues. 

Rob 


Visit our online forums at forums.cgonline.com | 


Take this month's survey at cgonline.com/survey/157 
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THE SUN NEVER SETS ON THE BRITISH EMPIRE 


| 11 EMPIRE UNDER THE SUN ve 
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FROM THE CREATORS OF THE AWARD WINNING 
HEARTS OF IRON AND EUROPA UNIVERSALIS I & II 


PARADOX ENTERTAINMENT BROUGHT EMPIRE BUILDING ТО NEW; DEPTHS WITH EUROPA 
UNIVERSALIS COVERING THE YEARS 1419 TO 1820 AND NOW HISTORY CONTINUES THROUGH THE 
YEARS 1836 TO 1920 IN VICTORIA - AN EMPIRE UNDER ‘THE SUN. 


GUIDE YOUR NATION ‘THROUGH NEARLY ONE HUNDRED YEARS OF HISTORY! SPAN THE ABSOLUTE 
MONARCHIES OF THE EARLY 1800'S TO THE DAWN OF THE 20TH CENTURY AND THE INDUSTRIALIZED 
Great Powers! 


GATHER WEALTH AND STRENGTH TO STAY AHEAD OF YOUR ENEMIES, GAIN INVALUABLE PRESTIGE 
AND HONOUR - REFORM YOUR NATION INTO A FREE DEMOCRACY OR DRIVE YOUR PEOPLE DOWN THE 
. GRIM ROAD OF REVOLUTION... 
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Let ironclads rule the seas while you develop. Revolutionary simulation of the Industrialization of 
gatling guns and repeater rifles for your land troops. the World, with full economic, colonization and 


political systems. 


RECURS 0ኬመ>ጎ OSES 


mace EET 


Take sides in the American Civil War, crush the Create your own history with a full scenario editor 
Zulus, force open the Dardanelles in the Crimean and compete in multiplayer with up to 32 players. 
War and always ‘Remember the Alamo’. 


IN 
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Feel the Loathing 

Okay, | hope you're happy! You have finally driven me to write my 
very first letter to a magazine of any sort. In response to 'Feel The 
Loathing, the November Upfront column, | don't think we should 
examine any of our favorite game genres too closely or they may 
all start looking the same. Steve says repetition and boredom are 
major problems with MMORPGs, and he doesn't like wargames or 
flight simulators either. What does he like then? Strategy games | 
guess, or puzzle games. Wow, what could be more fun then build- 
ing up an army to defeat your foe while constantly fending off a 
cheating Al, and then when you do finally prevail, start over with 
nothing and do it again. Not repetitious? Not boring and frustrat- 
ing? | would disagree. Or how about having to do that jumping 
puzzle 10-20 times because you just can’t quite make it and have 
to reload over and over and over. 

My point is, we like what we like. Why do we have to denigrate 
what others like? Why do we have to justify what we like? Can't 
we all just get along? 

Joey Goodell 


Thanks for your condemnation of multiplayer games. | think too 
many people play them for the sake of saying they play them. If all 
multiplayer gaming disappeared, gaming overall would improve. 
Single-player gaming is more rewarding and more immersive. 

It's also more convenient. Stepping through a portal to an alter- 
nate universe is more easily done alone than while holding anoth- 
er person's hand. 

Russell O'Hara 


Older. Very much older 

[| be very surprised if among CG/V's readers there aren't quite а 
few who, like myself, are prepared to raise Doc's age bar beyond 
74 and three months ["Old, Very Old," November Rebound]. For 

starters, as | anxiously await DOOM 3 and Half-Life 2 and creep 
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past 76, I’m hacking and slashing my way through many of the 
fine mods available for Neverwinter Nights. 

A quick check of my files turns up everything from the original 
Wolfenstein and Zork Nemesis—did anyone really finish that game 
without a walkthrough?—to Mahjongg, Half-Life, and Syberia, the 
last in the hope of getting my wife, 75, a little more involved. 

Perhaps we Geezer Gamers should get together in a chat room 
for seniors! 
BayouKen 


| saw the letter from Doc giving his age, and | can beat him easily. 
| will be 83 on December 2nd of this year! | infected my sons and 
two grandsons with my passion for computer games, and passed 
on many of them when | was finished with them. | would be inter- 
ested in seeing whether anyone else is older than me in gaming! 
A.F. Lopez 


You guys are really messing with our demographics. —ed 
Men of Few Words Department 
Sellouts. 


Mikey Slota 


We'll gladly sell out—it wouldn't even cost that much money—but we 
never get any offers. —ed 


speak out! Have something to say? So say it! 
We're adding a new column where readers speak out on whatever 


gaming topic they see fit. Send all submissions with topics and/or 
completed articles (which should be no more than 750 words) to 
editor cgonline.com. 
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The following area of the site is based on a game 
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world to video gaming. 
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Kids, Guns, & Videogames 


Grand Theft Auto III is back in the court system, and so is Jack Thompson BY ROBERT DE LOS REYES, ESQ. 


ON JUNE 25" this past year, stepbrothers 
William and Joshua Buckner, aged 16 and 
14, were bored. Rather than settling in for 
another session of Grand Theft Auto III, the 
two teenagers decided to break the routine 
by acting out the game in real life. The two 
boys picked up shotguns and headed out 
to a wooded area overlooking Interstate 40 
near their hometown of Newport, 
Tennessee. From their perch, they began 
taking potshots at passing cars. They 
would later tell police that they never 
meant to hurt anyone, but that wasn’t the 
way things turned out. Aaron Hamel, a 45- 
year-old nurse, was shot in the head and 
killed, his car careering into a guardrail at 
freeway speed. Kimberly Bede, aged 19, 
was just a bit luckier. Shot in the hip, she 
lived but continues to receive medical 
treatment for her wound. 

You know what happened next, because 
it's what always happens next. On October 
20", the families of the victims filed a law- 
suit. Also named as defendants: Take-Two 
Interactive and Rockstar Games, the mak- 
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ers of Grand Theft Auto Ill, Sony Computer 
Entertainment of America, the manufactur- 
er of the PlayStation 2; Wal-Mart, the 
retailer which sold the game; and the par- 
ents of William and Joshua Buckner. Filed 
in Tennessee state court, the suit contends 
that the corporate defendants breached 
the product warranty of fitness and were 
negligent or strictly liable for providing to 
the Buckners an allegedly dangerous or 
unreasonably defective product- Grand 
Theft Auto III. Playing that "dangerous" or 
"defective" product allegedly resulted in 
"copycat violence" that caused the harm to 
the plaintiffs. The plaintiffs are asking for 
$46 million in compensatory damages, plus 
another $200 million in punitive damages. 

If it all seems a little familiar, it is. A few 
years ago, a similar lawsuit was filed in 
federal court in Kentucky related to a 
school shooting in Paducah. In addition to 
videogame companies, the makers of the 
movie 7he Basketball Diaries and an 
Internet porn site were also sued. The dis- 
trict court dismissed the case, and the eth 


Circuit Court of Appeals upheld the dis- 
missal. The plaintiffs asked the Supreme 
Court for a review, but were turned down. 
No two ways about it, the case was a big 
win for the entertainment industry. 

That result didn't dissuade Jack 
Thompson, one of the plaintiffs’ lawyers in 
the Paducah case. Thompson is also repre- 
senting the Tennessee plaintiffs' families in 
this new case. Although the legal allega- 
tions are much the same in Tennessee as 
they were in Kentucky, Thompson has 
taken a few steps he believes are likely to 
produce a different outcome. In Kentucky, 
the courts held that the intentional crimes 
committed by the Paducah student were 
not a reasonably foreseeable result of pro- 
ducing the various games and movies that 
the shooter played and watched. Although 
the court suggested that First Amendment 
issues also counseled against permitting 
the lawsuit to proceed, the courts declined 
to make a ruling on that basis. 

This time, Thompson doesn't want to 
hear the word “unforeseeable.” Since that 


Paducah case, he has sent e-mails to 
game makers and retailers apprising them 


of research studies and other evidence that 
he believes draw a straight line from vio- 
lent games to real-world violence, so that 
they couldn't claim not to have received 
notice of the purported risks posed by their 
products. He also points to a recent 
Harvard University study that examined 
eight children aged 8-13. It made the claim 
that there is a neurological difference in 
the way children’s brains respond to violent 
media from that of adults. In particular, the 
study argues that violent media desensi- 
tizes children to violence, and that children 
are prone to imitate what they see. 

In addition, Thompson likes his new 
venue. He says he never favored going to 


federal court in Kentucky, and that state 
court was the better choice. Federal court 
judges, he believes, take an absolutist view 
of the priority of the First Amendment that 
is not shared by either the other branches 
of government ог the country at large. “I'm 
looking forward to telling parents on the 
jury about how [in Grand Theft Auto IIN 
you can have sex with prostitutes then kill 
them in order to keep going in the game," 
hompson says. 
Before you can utter "vast right- or left- 
wing conspiracy," the surprisingly jocular 
hompson chuckles and points out that 
he’s an equal opportunity finger-pointer. 
“The problem with the political right is that 
it believes in original sin unless it 
emanates from a corporate boardroom,” 
he says. “The problem with the political 
eft is that it thinks the problem is only 
about guns.” 

Thompson thinks both violent media 
and the prevalence of gun ownership are 
to blame. In his view, popular culture— 
something he considers an "oxymoron"— 
glorifies reckless, Schwarzenegger-style 
violence while violent videogames "train 
teenage snipers," reduce inhibitions, and 
desensitize children to the horrors of 
killing. Combine the cultural and biological 
effects with easy access to guns, and 
Thompson is convinced that more 
Columbines are inevitable. 

Thompson is roundly unimpressed with 
the industry's response to juvenile violence. 
He believes the ESRB rating system has 
been the worst of all possible worlds, 
acknowledging the danger these games 
pose to children without doing anything 
about it. "The industry has screwed itself 
by having a rating system it doesn't 
enforce," he says pointing to Federal Trade 
Commission studies that show that it 
remains relatively easy for a minor to pur- 
chase games with a "mature" rating. The 


result, he claims, is just another marketing 
boon for the industry. Kids are enticed by 
labels that offer the forbidden fruit of adult 
content, without the retailers enforcing the 
"forbidden" part. 

f the industry were actually to enforce 
those ratings, it would, according to 
Thompson, be a strong first step and per- 
haps the first step to a broader debate 
about whether anyone at all should be 
playing these things. He also feels that it 
would be "the first responsible thing this 
industry has ever done.” He also wants to 
see the industry stop obfuscating what is, 
in his view, the truth about violent games. 
In particular, Thompson takes a dim view 
of the activities of the Entertainment 
Software Association, an industry trade 
group, and its president Doug Lowenstein. 

"Doug Lowenstein is paid a lot of money 
to lie," Thompson says, "he's a highly paid 
liar" In an open letter to Lowenstein and 
the media, Thompson challenged 
Lowenstein to a public debate on issues of 
game violence. As of this writing, 
Lowenstein had not replied. 

For its part in all this, Take-Two 
Interactive prefers to remain silent. An out- 
side PR firm for the company averred that 
it will not comment beyond what it stated 
in a filing with the SEC: "The Company 
believes that the claims against it are with- 
out merit and are similar to lawsuits 
brought and uniformly dismissed by courts 
in other jurisdictions. The Company intends 
to defend vigorously the action against it 
and seek a dismissal of the action.” 

Thompson is aware of the losses in the 
other cases, having participated in one 
himself. “The fact that we lose these cases 
isn’t surprising, but you have to do these 
things because they're right, not because 
you calculate the odds of winning.” 

And he thinks a Tennessee jury will 
probably agree. € 


Mods cause (and treat) 
fear—Reporting in the journal 
CyberPsychology & Behavior, 
researchers argued that less 
than $2,500 worth of equip- 
ment, together with game 
mods, could be used to build 
virtual-reality environments to 
treat people with extreme pho- 
bias. A Half-Life mod was used 


for arachnophobic participants 
(people afraid of spiders), while 
a mod of Unreal Tournament 
was used for acrophobic (afraid 
of high places) and claustro- 
phobic (afraid of enclosed 
spaces) participants.... 
Rebates—Atari will offer a $10 
rebate to owners of Unreal 
Tournament 2003 who purchase 


Unreal 
Tournament 
2004. In other 
news, the game 
was delayed 
until February.... Gamers are 
listening—THX introduced a 
certification standard to let you 
know that a game’s sounds and 
visuals have THX approval. 


Electronic Arts is the first com- 
pany to sign on for the stamp, 
and The Return of the King is a 
THX-certified game.... 
—continued on page 29 
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WHETHER CUTTING NEW tracks or mak- 


ing appearances in films like Barbershop, 
you could say hip-hop impresario Eve's got 
game. UbiSoft cast the multi-talented per- 
former as headlining heroine Major Jones 
in its popular first-person shooter X///. The 
character bears a resemblance to its inspi- 
ration, who simply laughs, "We're both 
independent, capable females, so the role 
wasn't a stretch.” 

Perhaps so, but it's not every woman 
who can shred a man at ten paces faster 
with her mouth than an M-16. “X///is just 
like the music industry," she says. "You've 
got to stay on point, because people will 
exploit the opportunity if you drop the ball. 
No matter if you're talking about games or 
life in general, you can't play around" 

But such statements seem a tad contra- 
dictory coming from a woman who finds 
diversions like the Need for Speed series, 
Ford Racing, 2 and Gran Turismo 
inescapable draws ("fast, high-end cars 
are a passion"). "It's a question of do or 
die. In anything you attempt, you're either 
quick or you're dead.” 

Eve doesn't see her detour into the digi- 
tal realm as a fluke—in addition to her CDs 
with and without the Ruff Ryders camp, 
she's also active in the world of art and 
fashion, with her "Fetish" line of clothing 
that style editors at Teen People, Seventeen 
and Cosmo Girl! have given high marks for 
its wearability. “Tons of people play com- 
puter games,” she says. "It's a favorite 
hobby for rappers, athletes, and average 
cats. The idea is to make folks sit up and 
take notice.” 

Chances are players will do just that, 
given that her cel-shaded double com- 
mands considerable screen presence as a 
key ally who backs the eponymous star of 
XIII. After all, the amnesia-stricken assas- 
sin cast as the leading man couldn't have 
a more reliable bodyguard looking over 
his shoulder. "My rhymes are hard... and 
so is Major Jones," she says. "She doesn't 
pull punches.” 

Consider it fitting revenge for watching 
her peers get passed over for a starring 
role in Electronic Arts’ console blockbuster 
Def Jam Vendetta. A confessed PlayStation 
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2 enthusiast, she says she felt somewhat 
slighted when a spate of gifted, female 
microphone fiends saw their skills as battle 
rappers, metaphorically and physically, dis- 
counted in favor of an all-male cast. 

"| want to do more games, but quality 
control is important,” she says. “Don’t get 
me wrong: working in the field [of interac- 
tive entertainment] was a big positive for 
me. Being picky with projects is important, 
though... | wouldn't want to waste my own 
or anyone else's time.” 

For someone used to being in control, 
she had to get used to taking direction. 
"There was some friction in the booth," she 
acknowledges with a chuckle. "Typically 
I'm in command of my own session when 
I'm laying down vocals. For XIII, it was the 
directors, producers and all who were in 
control... that took some getting used to.” 
She says she quickly adapted; Major Jones 
proves a much-needed foil for the title's 
chosen anti-hero, and a welcome addition 
to the cast. 


V in real life and in her 
ital incarnation as 
Jones from XIII. 


When asked about 
what it felt like saving 
her man's ass time and 
again, the Philadelphia 
native mysteriously 
remarked, "It felt 
alright. Not right, but 
nothing too rough. I've 
been in that situation 
before. Not combat, | mean, but in real life.” 
When pressed for specific details, she says, 
"It's personal," with an air of finality. 

She isn't shy about making it known that 
merely poking around similar lines of 
inquiry could potentially become a danger- 
ous proposition. "Just try it,” she cautions, 
wearing a mischievous smirk. “If someone 
messes with me, | | go off on “ет.” 

Despite a flair for the dramatic, she also 
sports a sense of humor, even if her knowl- 
edge of TV history is a bit suspect. On 
working with in-game co-star Adam West, 
the original Batman, she cheekily retorts, 
“It's always an honor to work with a star... 
who were we talking about again?” 

Discounting Eve as a promising new- 
comer on the software scene seems ludi- 
crous. With a solid performance under her 
belt and considerable ambition, it's hardly 
surprising that she's already scheming on 
an encore performance. "Keep your eyes 
peeled,” the lyricist cautions. "Something's 
in the pipeline" —Scott Steinberg 


The Enemy of the Reikland 


The Warhammer franchise finds its way online in a massive way 


CONFLICT SIMULATION USING minia- 
tures probably shifted from “regular” 
entertainment to military wargaming 
around 1924, when Lieutenant George 
Heinrich Rudolf Johann von Reisswitz of 
the Prussian Guard Artillery introduced 
Anleitung zur Darstelling militarische 
manuver mit dem apparat des Kriegsspiels. 
But you already knew that, right? The shift 
back to entertainment, per se, was grad- 
ual and widespread, but many consider 
the Warhammer universe to have been 
one of the earliest modern hangouts for 
fantasy miniatures. 

A lot has changed, though, since Citadel 
Miniatures produced its first set of die- 
cast figures for gaming in said universe. 
Today's gamers have watched many itera- 
tions of Warhammer travel through the 
world of computer games. Now, they're 
waiting for the historical franchise to 
throw its lance into the current craze du 
jour—namely, the massively-multiplayer 
online role-playing game. Games 
Workshop, the company that’s been stand- 
ing behind the Warhammer franchise for a 
very long time, and developer Climax, have 
called upon publisher THQ to lead the 
dark gothic fantasy world into the land of 
monthly subscriptions. 

The Warhammer world is one of those 
places that's too expansive and has just 
too much lore for its own good, so there's 
no way to recreate the entire thing from 
the get go. The first embodiment of the 
world will take place at the same time as 
the contemporary tabletop game, and will 


Ex-Blizzard 


by annoying them—A 
crew designates coalition of companies 
Flagship—The have launched an edu- 
group that cational game to teach 


departed Blizzard 
North, including 
Bill Roper and 
Max and Erich Schaefer have 
amassed an experienced team 
and now call that company 
Flagship Studios.... Force 
teens to learn driving safety 


driving safety to teens 
called Road Ready 
StreetWise (www.road- 
readyteens.org). Teens will need 
to be tied to a computer with 
armed supervision to make 
them play this one.... 
Someone else wants in on 


the ratings racket— 
PSVratings, Inc. is offering ап 
alternative rating system that 
offers color codes to describe 
the amount of profanity, sex 
and violence (PSV) in games, 
films and music 
(PSVratings.com).... FTC sends 
underage kids undercover— 
The Federal Trade Commission 
(FTC) released an undercover 
survey to test the extent to 


[from top to bottom] 
“Take that, my good 
dwarf!” “Aye, lad, yer 


stole Reikland; 
Character development 
is skill based, the long 
and the short of it. 


which children could purchase 
entertainment labeled as inap- 
propriate. In 2003, 69% of kids 
(age 13-16) were able to pur- 
chase M-rated games compared 
to 85% able to do so in 2000. 
That 69% is better than the 83% 
able to purchase inappropriate 
music or the 81% able to get 
into R-rated movies. News cour- 
tesy of Frictionless Insight 

(ww. frictionlessinsight.com) 
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be set in Reikland, which is between the 
Grey Mountains and the River Reik. If 
you're at all familiar with the Warhammer 
mythos, you'll recognize this area well. 
From the Black Mountains to Marienburg, 
including Nuln, and the Imperial Capital of 
Altdorf, here’s where so many of your 
hours have been wasted, um, filled with 
guts and glory. And if you're not familiar, 
picture the Warhammer world as a kind of 
a distorted version of reality, centered on 
a Western Europe that also includes 
Canada and North America (Dark Elves), 
South America (Lustria-home of the 
Lizardmen), central Europe (Chaos 
Dwarves), and north Africa (undead). 
Initially you can play a Human, Elf, Dwarf, 
Halfling, or Ogre (as are typical in the 
Reikland area) and choose any of the four 
starting archetypes—Warrior, Adventurer, 
Academic, or Rogue. 

You know how you can always tell when 
not to attack something in most MMOs? 
Like, “It's blue, so maybe | have a chance,” 
or “It’s purple... better not solo it,” or “It’s 
red, ‘what would | like my tombstone to 
say?" Warhammer has done away with 
this type of system and will instead use a 
“visual con” that’s related to armor. So if 
you're fighting a group of Trolls, the one in 
the full plate will be tougher than the one 
in the chain mail, which will be tougher 
than the one in the Capri pants and belted 
cable knit cardigan. Makes sense. 

Quests will range from the basic FedEx 
task to multi-leveled, many faceted events 
to “self generating” quests. An example of 
the latter would be that if you let a bunch 
of MOBs stand around for too long, they'll 
begin to group, set up camp, and procreate. 
Before too long, there'll be a real "situation" 
for anyone who attempts to approach them. 
The games' open career system ensures 
that you won't get too tied to any one kind 
of quest, since you can branch out and 
take on all sorts of different ones that 
might lead you down another career path. 

While there are murmurings that the 
diehard Warhammer players are not all that 
happy about what they perceive might be a 
trumped-up EverQuest-ian experience with 
a monthly fee, they should be happy with 
the general representation of the world. 
Check out the screenshots, and you'll see 
that they really seem to capture the dark, 
gloomy, and foreboding nature of the uni- 
verse. Indigenous basement dwellers 
should feel right at home. —Cindy Yans 
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Uber-gaming 


Gamers get social at Ubercon 


FRAG THE LIFE out of the guy sitting 
next to you in a friendly game of 
Counterstrike, and then move on to jug- 
gle your opponent out of the ring in Soul 
Calibur 2. Get done with those just in 
time to "Meet Pete," as in Pete Abrams 
of Sluggy Freelance fame (sluggy.com). 
There's everything from the massive 
Warhammer miniatures game to a quiet, 
destruction-free board game of Settlers 
of Catan, all-inclusive for the gamer with 
interest in playing the gamut. 

If you don't like people, or hate multi- 
player, there’s not much for you at 
Ubercon, as its intent is to bring together 
communities of gamers who only wish 
they had a 50-computer LAN sitting at 
home. It has a long way to go to earn a 
place next to the crowned, gaming con 
elite, with the last event held in October 
in Secaucus, New Jersey achieving a 
turnout of about 450 people. “We hold 
[it] twice a year to give more opportuni- 
ties for people to come,” says staff mem- 
ber Rob Ross. “DragonCon is held once 
a year, |-Соп is held once a year, why not 
sate the gamer's thirst for a good con 
and give it to them twice a year?" 

Ubercon, LLC has bold ambitions for 
its convention, although the company 
plans to continue to hold it biannually in 
the New York metro area. In addition, 
they hope to have similarly aimed, fran- 
chise-like cons running all over the 
country, and eventually the world. "We 
hope to hit London, England in 2006, 
Sydney, Australia in 2007, and either 
Tokyo, Japan, or Seoul, Korea by 2008," 
says Kevin Jagh, General Manager of 
the convention. 

Cross-country events like this 
are a lot of fun for the partici- 
pants, and there were numerous 
memorable moments at October's 
con, including a guest appear- 
ance by Kool-Aid man, a perform- 
ance of The Rocky Horror Picture 
Show, and a friendly game of 
Celebrity Pictionary. Dragon's Den 
hosted the LAN tournaments, 
which included the ever-celebrat- 


ed Counterstrike and the always-charm- 
ing Unreal Tournament. The costume 
contest was popular, with leather-clad 
vixens and gentlemen in the raiment of 
medieval heroes receiving free pizza and 
other fabulous prizes. Hand-to-hand 
combat and live-steel demonstrations 
were memorable, proving once again 
that the graphics are way better in real 
life than in games. 

The Uber-party held on Saturday was 
a perfect chance for you to sit down with 
those folks who were kicking your ass at 
Rise of Nations and redeem yourself by 
drinking more mead than they could, or 
for the most part just get to know them 
better as people rather than gamer han- 
dles. Really, that's the core of what 
Ubercon is supposed to be, a chance for 
people to get together and share in the 
activities they love, to bond with the 
dude with the really cool Magic deck and 
the chick who beat all the guys at Halo, 
and do it all with the overwhelming 
sense of reality that is, well, reality. 

The community is already poised to 
return, as Ubercon has confirmed its next 
event, this time for leap year weekend at 
the Radisson Hotel in Secaucus, New 
Jersey, from February 27-29, 2004. If all 
goes well, it will experience a resurgence 
in the number of registered gamers, and 
be a homecoming for all of the people, 
videogames, card games, miniatures, pen- 
and-paper games, board games, "uberwa- 
ter," and dealer wares that have made the 
con their twice-a-year vacation spot. 
—Tiffany Martin 


Ubercon in all its glory. 


Think You Know Gaming? 


Area-51™ 


9 2003 Valve Corporation. 


Area-51™™ 


What Game Developers Think... 


"Alienware systems deliver leading-edge performance." [Gabe Newell, Founder/Managing Director, Valve®] 


What Reviewers Think... 


“Alienware once again proves that it builds the game machines that dreams are made of.” 
[PC Gamer Editors’ Choice award, one of ten in a row] 


What Do You Think? 


Visit www.alienware.com/PBOCGM to compare the performance of your current system to an Alienware 
high-performance gaming system. 


PLAYS BEST ON | 


ALIENWARE 


Custom-built and optimized for high-performance gaming, Alienware systems deliver unri- 
valed performance with the highest level of detail and ultra smooth gameplay. Incorporating 
state-of-the-art components, innovative engineering and design, and providing unprecedent- 
ed customer service, Alienware systems offer the ultimate gaming experience. Immerse 
yourself in a new level of realism. Whether you are defeating evil enemies, building your 
own empire, or conquering new worlds online, your game Plays Best On Alienware. 


m= Custom Build Your Dream Machine at: 
WWW.ALIENVVARE.COIVI/PBOCGIVI Є MONTHS 
® Go Online or Call for the Latest Pricing and Promotions: (1-800-254-3692) 
SAIVIE AS CASH* 


*"I-BOQ-ALIERNRIVVAFRE FINANCING 


Official support is the name of the game this month. 
Monolith and Electronic Arts have released official 
updates to TRON 2.0 and Battlefield 1942. Everyone’s 
favorite simulation of life in cyberspace now supports 
both a patch and a level editor, which is especially 
helpful if you ride your lightcycle with training wheels. 
And the World War ІІ game that's taken over the mod 
world now boasts a toolkit and a suite of editing tuto- 
rials. Add to that a fan patch that enhances Temple of 
Elemental Evil, a converter that lets you play Baldur’s 
Gate with all the goodies from Baldur's Gate II, and a 
medieval total conversion for (what else?) Battlefield 
1942, and you have one full month. If you want cover- 
age of your modding endeavors, drop us a line at 
mods@cgonline.com. —Brett Todd 


In Like Flynn 

Monolith and Buena Vista aren't shying away from promoting 
TRON 2.0. Along with a veritable pile of demos, an online 
archive of saved games for those who get stuck, and even a 
Halloween costume contest (Hey kids! You can dress up in Jeff 
Bridges' neon underoos!), the developer and publisher are issu- 
ing patches and toolkits for the new, critically acclaimed shoot- 
er based on the old, critically lambasted movie. A number of 
fixes are featured in the first patch, along with the ability to skip 
those difficult lightcycle races, and support for a new dedicated 
multiplayer server. The toolkit includes the official level editor 
used by Monolith, along with instructions and sample maps. 
tron20.com 


Fans Build a Temple 

Old school Dungeons & Dragons fans may appreciate the senti- 
ment behind Тетр/е of Elemental Evil, but they aren't so keen 
on the end product. So a group has jumped the gun with an 
unofficial patch correcting some problems with Troika Games' 
ode to a classic 1970s module. The Circle of Eight's fixer-upper 
mostly squashes bugs involving magical items and spells, 
though it also adds goodies like loun Stones and the Cloak of 
Arachanidia, and the ability to access the brothel quest appar- 
ently removed by Troika in the last stages of development. 
co8.org/forum/showthread.php?threadid=282 


Medieval Times 

Get medieval on Battlefield 1942s ass with “Siege.” The total 
conversion from “evader” and a team of ten turns machine guns 
into morning stars by dialing the way-back machine to the 
Middle Ages. Version 0.27, just released at press time, includes 
English and French teams, along with five classes and an arse- 
nal of weapons. You can play every type of medieval footsoldier, 
from the heavily armored Swordsman to the deadly-from-a-dis- 
tance Archer. Of course, siege machines are included as well. 


32 COMPUTER GAMES | 01.2004 


[clockwise from above] 
Storming the beaches just 
got easier for Battlefield 
1942 modders; Get rid of 
those lightcycle training 
wheels with the TRON 2.0 
editor; What the stylish 
commando was wearing 
700 years ago in “Siege” 
for Battlefield 1942. 


Enemy fortresses can be assaulted with battering rams and the 
always crowd-pleasing ballistae. Maps center around castle 
assaults, with an invasion force taking on heavily fortified 
defenders. The developers hope to add features in coming 
months, including Ottoman and Byzantine sides, and new 
weapons like Greek Fire. planetbattlefield.com/siege 


More Battlefield 1942? 

Judging by the flood of Battlefield 1942 mods that have hit the 
web over the past six months, the last thing that Electronic Arts 
needs to do is spur the creation of even more. Nonetheless, the 
publisher and its affiliate developer DICE have teamed up to 
release Mod Development Toolkit version 0.9a. It includes tools 
such as mesh and animation import and export applets, and 
hands-on tutorials useful for both experienced and newbie 
Battlefield 1942 modders. Additions are planned for subsequent 
releases of the toolkit. GMax support, for example, will be 
included in version 1.0. eagames.com/official/battle- 
field/1942 


Return to the Sword Coast 

Diehard D&Ders who haven't gotten enough of 19985 Baldur's 
Gate and its Tales of the Sword Coast expansion should check 
out “BG1Tutu.” This mod converts the original saga about the 
offspring of Bhaal to the improved Baldur's Gate II: Shadows of 
Amn engine. The only downside? You need a lot of free hard 
drive space as it uses files from both previous games, requiring 
you to keep both two-gig games fully installed no matter which 
one you're currently playing. japh.fwstudios.net/bg tutu 
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Pirates of the Burning Sea heads to the online seas 
DEVELOPER/PUBLISHER Flying Lab Software * RELEASE DATE Q1 2004 
BY CINDY YANS 


ALTHOUGH THERE HAVE been a number 
of single-player pirate-themed games 
(Ahoy, Le Chuck! Hail, Age of Sail) the only 
massively-multiplayer game aspiring to hoist 
a Jolly Roger any time soon is Flying Lab 
Software's Pirates of the Burning Sea. The 
folks who brought us Rails Across America 
have been busily toiling, along with the 
dozens of other MMO developers, to create 
a compelling enough experience to attract 
wannabe buccaneers and their credit cards. 
The game is set in the virtual year 1720, 
during the Caribbean's Golden Age of piracy, 
and you can choose to be one of the good 
guys (valiant naval officers serving England, 
Spain, or France), or the other good guys 
(the scurrilous plunderers of the open sea). 
Flying Lab representatives have said that 
they find the early gameplay of other mem- 
bers of the genre deathly dull at times. They 
also find "newbie ambushing," as we know 
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it, detrimental, and severe death penalties 
counterproductive. And here's how they plan 
to alleviate those problems. 

"We hate games that start you out with a 
rusty stick and force you to beat butterflies 
to death for hours before you can get to the 
good stuff," says Lead Designer Taylor 
Daynes. Hence, you can begin as the cap- 
tain of a fine sloop, commanding a vessel 
with up to eighty crewmen, eight cannons, 
a shallow draft, and a whole lot of speed. 
Since sloops are some of the fastest and 
most maneuverable ships in the game, all 
player characters are viable from the start. 
Even when the power-min-max gamers end 
up with squadrons of larger ships three 
days after launch, sloops will still fill critical 
roles such as scouts, pickets, relays, supply 
ships, and rapid-response units. 

If that doesn't float your boat, you can also 
choose to join the navy, which is the route 


If you lose one of these babies, and don't 
belong to an organization that provides 
replacement vessels, you're sure to find an 
investor who will front you some money in 
exchange for certain future obligations. 


you want to take if you're excited at the 
prospect of commanding "the big guns.’ And 
capitalists can turn to merchant captaining, 
which provides the same kind of structures 
and incentives as the navies, but involves 
huge galleons and massive cargo ships to 
ferry your doubloon piles. "Pirates, of course, 
can have any ship in the game,” says 
Daynes. "That is, any ship they can take." 
While the concept of content that's "totally 
player generated" may seem like the kiss of 
death, Pirates of the Burning Sea intends to 
move toward that end gradually. 

Immediately, you'll be looking at career- 
specific dynamic missions doled out by sev- 
eral Al leaders that constantly monitor the 
state of the world. These Admirals, 
Governors, and Trade Company Directors 
use this information about the world to cre- 
ate missions based on the goals of their 


organization, and the goals of their nation. 
“We've designed these Al systems to inte- 
grate seamlessly with the player-generated 
missions we've planned for since day one,” 
says Dayne. So when players are finally buff 
enough, they'll be able to create the same 
type of missions everyone is already used to. 

New players start out in regional capi- 
tals that are very well defended, so they'll 
usually be well protected. In venturing out 
of the port, instead of “ambush,” they may 
encounter, at worst, a blockade. 
"Blockades are cool," says Dayne. "They 
happened all the time, and they were 
strategically important... in a responsive 
world. If the Spanish navy manages to 
blockade St. Johns, you can bet that the 
British Governor will immediately call out 
the Leeward Islands Squadron to break the 
siege and sink the impudent Spaniards” 

When, inevitably, your ship is sunk, your 
heroic character doesn’t die. You become 
grievously injured, you walk the plank at 
the point of a pirate’s cutlass, but some- 
ow you always bounce back. "Rowing 
sadly away from the burning wreck of your 
beloved ship," explains Dayne, "or clinging 
or dear life to a piece of jetsam as you 
kick toward home, you always end up at 
some nearby island.” Your ship is gone, and 
so is all the cargo you couldn't fit on your 
lifeboat. New characters will be able to get 
right back on their feet, and experienced 
players will have the rank or bank account 
to quickly begin the quest for revenge. 

Flying Lab really seems to have a handle 
on what it meant to fight and survive dur- 
ing the booty days of the Caribbean, and 
when the time comes to set sail, it hopes 
you'll be more than willing to toss in your 
pieces of eight—or nine, even. 


WarTimes 


DEVELOPER Legend Studios 
PUBLISHER Strategy First 
RELEASE DATE February 2004 


SPAIN WAS NEUTRAL during World War 
Two, but Spanish developer Legend 
Studios hopes you'll be anything but unin- 
volved in its new real-time strategy game. 
War Times takes on the sometimes all- 
too-familiar territory of WWII-based strat- 
egy with a well-stocked arsenal of fea- 
tures. Full 3D graphics, multiple camera 
angles and settings, four sides, and more 


There are some decent explosions and parti- 
cle effects, which convey an authentic sense 
of large scale combat. 


than 80 historical units and 70 real-world 
buildings fill this version of click-as-you- 
go warfare to the brim. 

Each of the four combatants featured in 
the game—the USA, Germany, Great Britain, 
and the USSR-has its own strengths, as 
you might expect. Germany gets the big 
guns and the most powerful ground units, 
plus doodads like the V2 rocket. The USA 
gets elite forces and heavy bombers; the 
Brits get spies, radar, and great defense; 
and the Russians naturally get the Red 
hordes, scads of tanks, and overall solid 
combat capability. To build these forces, you 
need to obtain minerals and fuel, in various 
combinations and quantities, so you'll see a 
substantial resource-gathering component— 
which is not surprising, because Legend 
says that its goal is to give you the best bits 
from Command & Conquer, WarCraft, Age of 
Empires and StarCraft. 

In the early build we played, the usual 
WWII trappings look pretty good, although 
there are better-looking games out there. 
Micromanagers should be happy, given the 
plethora of unique unit abilities and 
options. Winning with any given side 
requires knowing and using stuff like the 
American Elite soldier's ability to parachute 
into combat, or the Brit's ability to lay mine- 
ields. You'll find most of the weapons you 
expect, too, like Tiger tanks and 
Messerschmidt fighters, and some stuff you 
might not expect, like Matilda tanks with 
lamethrowers. Tanks and troops leave nifty 
tracks in the snow and dirt, which is always 
worthwhile, and graphic effects like flames 
and explosions are quite vivid, and in large 
battles the carnage is always rewarding. 

It's not revolutionary by a long shot, but 
it certainly seems solid, good-looking, and 
interesting. And in the crowded field of 
WWII real-time strategy games, those 
aren't bad qualities to have. — Cindy Yans 
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DRAKE 
In a John Woo-Matrix-like-comic-book set- 
ting, this third-person action game puts 
you in the undead gothic-warrior shoes of 
Drake, a member of The 99 Dragons. When 
the Dragons are annihilated, you return 
from the dead for revenge, and to recover 
an ancient artifact. [Majesco] 
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SHADOW VAULT 
This strategic role-playing game is set in 
the year 1958, where time travelers have 
gone forward to the past, lest they hang 
around to face Armageddon. While the 
advancement features are clearly RPG- 
influenced, this is actually a turn based 
strategy game where you'll be able to wage 
war against your own ancestors. [Mayhem 
Studios] 


THE FALL: THE LAST DAYS OF GAIA 
This 3D role-playing game takes you into a 
global catastrophe in the year 2083. 
Violent gangs control society, and club kids 
make an indenture for “club law” The 
Government of the New Order is the only 
game in town for resources. You and up to 
five other characters need to enforce your 
place in this not-so-brave new world. 
[Silver Style Entertainment] 
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Gangland 


DEVELOPER MediaMobsters 
PUBLISHER Whiptail Interactive 
RELEASE DATE February 2004 


CONSIDERING THAT WHIPTAIL 
Interactive's catalog of published games 
includes Postal 2, taking chances is clearly 
not a problem. The latest gamble is 
Gangland, a mafia-styled empire builder 
that mixes real-time strategy, role-playing, 
and sim elements in one package. 

For fans of The Godfather and The 
Sopranos, Gangland gives you a chance to 
create your own crime family. You'll have to 
work hard if you want to be the next Tony 
Soprano or Don Corleone, since you'll start 
the game at the bottom of the mafia food 
chain. You move up through the ranks dur- 
ing a series of missions, each of which 
promises a great deal of variety. Powered 
by Gangland's reactive events system, 
changes will occur during the course of 
the game in response to the choices you 
make. Shake protection money out of store 
owners or just "buy them out" and take 
over, go to war with other families, get 
married and begin your own dynasty—all 
components of an ambitious design by the 
developers at aptly named MediaMobsters. 

The action of Gangland plays out in a fully 
rendered 3D virtual city. Controlling your 


Id |“ 
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army of snipers, thugs, and black widow 
assassins should be old hat to real-time 
strategy players, and even in an early build 
the level of detail was high with bullets rico- 
cheting and shell casings jingling every- 
where. Members of your syndicate will gain 
experience as the game goes on, improving 
skills and weaponry, and NPCs will react 
differently based on the situation (such as 
the store owner who took exception to how 
he was being muscled and opened fire dur- 
ing what was supposed to be a routine 
demonstration of an early mission). 
Gangland will be counting on this high level 
of interactivity to be successful when it rolls 
into town in February. —Adam Fleet 
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Splinter Cell’s Sam Fisher is back for another stroll 
through the shadows in Pandora Tomorrow 


BY TOM CHICK 
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am Fisher is hunkered down in tall 

grass. He has that way of squat- 

ting like a Marine who’s just occu- 
pied a beach, rolled forward on the balls of 
his feet as if to say “I’m not gonna be stayin’ 
here long.” Fisher is wearing his trusty camo 
suit, with his IR goggles up on his forehead. 
But the weird thing is that he’s out in a field 
of tall swaying tropical grass, with some 
thatch huts behind him and a dense forest 
at the edges of this large clearing. He looks 
like he’s visiting one of the levels in Ghost 
Recon. He runs around the hut, leaps 
through a window or two, and ducks into 
some bushes. Sam Fisher, a man who 
inhabited cramped alleys, factories, and 


warehouses in Splinter Cell, is outside. 


This Indonesian village is one of the new environments in Splinter 
Cell: Pandora Tomorrow. It's an example of how the developers at 
Ubi Soft's Montreal studio are trying to open up the gameplay. The 
first Splinter Cell was like a series of discrete, urban set pieces lined 
up in a row: sneak past this guard in this hallway, sneak past this 
camera in this warehouse, then sneak through this room with this 
guard and this camera, then take out the target, then sneak past 
this guard down another hallway, and end of mission. 

"We took to heart comments about the linearity," says associate 
producer Julian Gerighty. "The team has designed levels with sever- 
al paths to the objectives" Pandora Tomorrow's outdoor missions are 
an example of something more wide-open and non-linear. But this 
new approach is also part of how Ubi Soft is developing the more 
traditional indoor missions. They kick off a press demo with a look 
at a train mission—apparently everyone needs one of these nowa- 
days. Sam Fisher is at the back of a passenger train speeding 
through Europe. He needs to get to the front. In between are terror- 
ists mingling with unsuspecting civilians. If this were Max Payne, 
he'd simply run up the middle and shoot his way through bad guys. 

But in Pandora Tomorrow, there are a few choices. The Max Payne 
approach won't work here, since Sam's camo outfit and night vision 
goggles tend to freak out bystanders. In fact, during the demo, one 
of the developers inadvertently steps into a passenger car while try- 
ing to sneak forward. Terrorists start grabbing civilians, shots are 
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fired, and someone from Ubi Soft leaps up to shut off the display 
before all manner of unscripted chaos erupts and breaks the demo 
alpha. “We're not ready to show that,” someone confesses. 
Sam’s easiest option is to run along the top of the train and lower 
himself down a hatch. Or Sam can use his superhuman grip to 
shimmy along a bar beneath the train, dangling his butt mere inch- 
es from Europe as it races under him at a hundred miles an hour. 
Or he can hang from the side of the car and work his way hand- 
over-hand to the front. This last option adds a sort of puzzle ele- 
ment. Since the interiors of the cars are lit and the exterior is dark, 
Sam can hang in front of a window without being seen. In fact, as 
he hangs there, he watches a lady using the reflection to put on 
make-up when it looks as if she’s staring directly at his crotch. But 
when the train passes a light, it will throw Sam's shadow into the 
interior of the car and cause a civilian freak out. So, almost like a 
jumping puzzle, you have to time Sam's progress past windows to 
avoid the lights along the side of the track. 


Who Goes There? 


The first Splinter Cell had a binary alarm state. The guards were 
either alert or relaxed. If you alerted them three times, you'd trigger 
a fail state and the mission would be over. But in Pandora Tomorrow, 
scripted failures are replaced with different levels of Al awareness. 
The first alert level simply means the guards have pricked up their 
ears and are cautiously scanning their surroundings. If they reach 
the second alert level, they'll don flak jackets. At the third alert level, 
they'll put on helmets. A guard with a flak jacket and helmet can't 
be taken out with a simple headshot. So the quieter you are, the 
easier they are to kill. 

Sam has several new moves, most of which are contextual ani- 
mations like lowering himself into the train's hatch. He can shift his 
balance back and forth between two facing walls to climb up to a 
higher ledge. There's something the developers call a SWAT roll, in 
which Sam quickly twirls past an open doorway. It looks unneces- 
sarily fancy, but if it's good enough for SWAT, it’s good enough for 
Sam Fisher. There's a new run up a wall. An extended running som- 
ersault can cover more ground. While shimmying along the under- 
side of a pipe, Sam can hang down by his legs and shoot enemies. 
On the whole, Sam Fisher is even more athletic than he was before. 

There are a few updates to Sam's toy box of spy gadgets. The 
new inventory management interface lets you swap out gadgets 
while you're moving. One of the Ubi Soft guys demonstrates how 
Sam can select a flashbang and drop it behind him while he's run- 
ning away from pursuers. Sam can even throw grenades around 
corners without exposing himself, which is one of those "duh" 
moves you'd expect a game to let you do. It's worth noting the origi- 
nal Splinter Cell was the first game to finally let you open the door a 
crack to peek through rather than always throwing it open to 
announce your presence to the guys on the other side. 

Sam's 5.72mm SC pistol now has a laser pointer that will improve 
accuracy and help you save ammo (although one of the little touch- 
es built into the train level is an oscillating movement to the laser 
pointer from the train gently swaying back and forth while it 
moves). Sam's optical cable, which he can slip under doors to see 
who's on the other side, now has a thermal view built into it. To 
make the levels easier to navigate, the thermal view will show ele- 
ments of the architecture that Sam can interact with. For instance, if 
he can climb a pipe, it'll be shaded differently when you see it 
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through the thermal view. This should take the guesswork out of 
how to get around. 


Spy vs. Spy Mercenary 

Perhaps the most significant addition to Pandora Tomorrow, and cer- 
tainly the centerpiece of Ubi Soft's dog-and-pony show when they 
unveiled the game, is the new multiplayer support. “We've been 
thinking about this [for a few years],” says Gunther Galipot, the 
game's creative director, obviously eager to finally be able to talk 
about some of the decisions they've made. “For the ultimate stealth 
gameplay, it's not possible to have two teams with the same tools. 
For example, if both teams have night vision, it's not possible to hide 
anymore. So we developed a new type of gameplay" 

Although this type of gameplay is certainly new to the world of 
Splinter Cell, it isn't new in the sense that you haven't seen it before. 
The Aliens Vs. Predator games pioneered the idea of having distinct 
sides with unique abilities so that the gameplay comes from their 
differences in speed, firepower, stealth, perception, and so forth. 
This is the model for Pandora Tomorrow's multiplayer games. Players 
divide themselves into spies and mercenaries (there will be no Al in 
multiplayer games). The basic goal in any match is for the spies to 
hack two out of three computer terminals, while the mercenaries try 
to defend the terminals for a set amount of time. 

Ubi Soft sets up a multiplayer game, and the developers are play- 
ing against each other to demonstrate the strengths and weakness- 
es of each side. "It's all about screwing around with the other 
team," says Galipot as he grabs a mercenary in a headlock and dis- 
patches him. 

The most immediately apparent difference between spies and 
mercenaries is their perspective. As in the single-player game, spies 
will be played from a third-person view, giving them a wider situa- 
tional awareness. For instance, by carefully angling the camera, a 
spy can see around a corner without actually stepping around the 

corner (this is the reason 
third-person view is usually 
disabled on Rainbow Six 
servers). But mercenaries 
are played from a strictly 
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pretty radical design ele- 
ments that would later find 
their way into console 
action games: patrolling 
enemies with discoverable 
patterns; items used for 
distraction rather than 
destruction; the conceal- 
ment of corpses; and “real- 
istic” secondary mission 
objectives that emphasized 
infiltration and reconnais- 
sance. But it was the 3D 
sequel to Metal Gear that 
stole the limelight and 
fueled the imaginations of 
stealth fans. Metal Gear 
Solid, from the original 
Metal Gear director Hideo 
Kojima, demonstrated a 
complete rethinking of the 
classic series, minus a great 
deal of the o al's camp. 
However, the seminal 
sneaker was the one 
released for the PC: 
Looking Glass Studios' 
ingenious Thief. Unlike the 
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previous stealth titles, the 
main character was not 
much of a fighter, and 
even a couple guards 
could dispatch him effort- 
lessly. Thief had an excep- 
tionally well-developed 
lighting model integrated 
with its core gameplay, 
which allowed hero 
Garrett to conceal himself 
more effectively based on 
light levels in a given area. 
Sound also played a key 
role: besides being able to 
eavesdrop on guard con- 
versations for clues, play- 
ers also had to watch 
where they placed their 
feet lest a squeaky floor 
alert the guards. The 
inevitable sequel, Thief Il, 
brought even better envi- 
ronments and more, minus 
the respawning (and 
supremely irksome), 
phantasmal enemies of 
the first title. 


first-person perspective. Unless he turns his head to look, a merce- 
nary has no idea what's off the side or behind him. He sees the 
world through a limited and vulnerable field of view. If a mercenary 
falls a significant distance, his view is jarred and blurs for a brief 
time. Even the targeting reticule models the lag of ocular movement, 
taking time to center in the middle of the screen as you look 
around. There’s a much more immersive sense of being vulnerable 
and limited to the inside of your character's skin. 

As in the single-player game, spies have a thermal view that 
allows them to see in the dark, but the mercenaries can trump this 
with an EMF (electromagnetic field) view that detects the use of 
thermal goggles. The mercenaries also have a motion tracker that 
will lock a box onto a moving object based on its speed. A slowly 
creeping spy might foil this, but even then he might occasionally 


Another shot from the multiplayer EMF view mode. Sniping is always fun, 
particularly when you get someone hiding in the shadows. 


trigger faint returns as the motion trackers try to lock onto a weak 
signal. Both of these views make it harder to navigate the level, but 
they give mercenaries a distinct advantage and they can even 
detect spies through some walls. Of course, there's always the 
trusty flashlight. Mercenaries can toggle a high-power electric torch 
in their helmets, which also serves as a de facto neon sign that says 
"here | am, come kill те” 

Another advantage the mercenaries have over the spies is that 
they're connected to the alarm system on the map. Mercenaries 
have a HUD that includes an overhead "radar" view. If a spy trig- 
gers the alarm system, he will show up on all the mercenaries' 
HUDs. Mercenaries can also kill spies with proximity mines and 
laser trip mines. And, of course, they carry big guns while the 
spies only get non-lethal pistols. However, these pistols can dis- 
able a mercenaries' HUD long enough to allow a spy to close in 
for the kill. 

A mercenary's reticle emits a little directional spike to represent 
the strength and direction of any sound he hears, such as the noise 
of a running spy. Spies have chaff grenades that can disable alarm 
systems and mercenary HUDs, gas grenades that will reverse an 
opponent's controls, and noise emitters that will periodically trigger 
false returns on the listening reticules. 


1988: Red Storm Rising 


1988: The Cardinal of the Kremlin 


1990: Hunt for Red October 


1996: TomClancy’s SSN 


1997: Tom Clancy's Politika 


[Г] Tranquil interlude? 


% 1 [Д Prelude to ambush? 


[Г] Prelude to deep frying? 


< ^ 
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There's a lot of Pandora Tomorrow that's still under wraps. The details 
of the single-player game aren't being disclosed, although writer J.T. 
Petty has said Irving Lambert, Anna Grimsdottir, and Frances Coen 
will be back from the original Splinter Cell. "| think Lambert is much 
better represented in Pandora Tomorrow than he was in the original 
game,” Petty says. "He's always been one of my favorite characters 
and | don't think | really do him justice until this title" 

Ubi Soft hasn't confirmed whether Michael Ironside, who gave 
Sam Fisher a sort of world-weary growl, will be returning to do the 
voice work, but Petty still intends to play up Fisher as an idiosyncrat- 
ic and morally ambiguous character. “I like Fisher being conscious of 
the fact that his job basically entails being really good at killing peo- 
ple, and not being so comfortable with that" Petty also says he plans 
to avoid letting the bigger picture "obscure the immediate narrative, 
which he says might have been a problem in the first game. In 
Pandora Tomorrow, he wants the storyline to tie in more immediately 
with whatever the player is doing at any given time. 

Pandora Tomorrow is scheduled for a multiplatform release in 
March. With the new places Sam Fisher can go—Indonesian vil- 
lages, European trains—and the multiple paths he can use to get 
around, it should be a longer and more flexible game. And with the 
new multiplayer support, Splinter Cell fans will have a whole new set 
of challenges ahead of them. € 


1998: Tom Clancy's Rainbow Six 


1999: Tom Clancy's ruthless.com 


2001: Tom Clancy’s Ghost Recon 


2002: The Sum of All Fears 


2002: Tom Clancy’s Splinter Cell 


[Г] Heralding impending doom? 
[Г] Granting safe passage? = tel 


[Г] You must be this tall to ride 
the chocobo? 


FINAL FANTASY ХІ OFFERS INFINITE CHOICE 
BUT YOU CAN ONLY FULLY EXPERIENCE IT WI 
IN NVIDIA GEFORCE FX GRAPHICS PROCESSOR. 


ў 
Т 


IN THE WAR THAT 


CHANGED THE WORLD... 


an “THE MOST INTENSE WWII 
т SHOOTER EVER.” 
Bee, — PC Gamer 


ЖКЖ 
“FIVE OUT OF FIVE STARS.” 


— Maxim 


“IN THE BATTLE OVER WWII 

FPS ACTION, THE IMPRESSIVE 

CALL OF DUTY SEEMS DESTINED 
TO WIN ALL THE MEDALS.” 


— GamePro 


[IR GAMER 
Best PC Game Top Games Of E3 
Best Action Game 


va 
jp 
>” 
ይወ 


.NO ONE FOUGHT ALONE. 


- 24 EPIC SINGLE PLAYER MISSIONS - SPA NI! FOUR CAMPAIGNS 


WITH qr GOAL - BE М A 
| RUIN RT 


AVAILABLE NOW 


DOWNLOAD THE DEMO AT 


EU ነ COM es 


SOUNDS BEST ON 


BLASTER 


24bit 


лоулмово//2 


© 2003 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is to be Played Logo are registered trademarks and/or trademarks of NVIDIA Corporation in the United 
a registered trademark and Call of Duty is a trademark of Activision, Inc., and its affiliates. All rights reserved. States and other countries. PC CD-ROM Logo TM & © IEMA 2003. The ratings icon is a registered 
Developed by Infinity Ward, Inc. This product contains software technology licensed from Id Software (“Id trademark of the Entertainment Software Association. All other trademarks and trade names are the 


Technology’). Id Technology € 1999-2000 Id Software, Inc. NVIDIA, the NVIDIA Logo and the Way Its Meant properties of their respective owners. 


Report for Duty 


Feeling like two-and-a-half games in one, 
Call of Duty delivers intense WWII action 


BY PETER SUCIU 


THE SHEER NUMBER of World War II 
shooters released in the last few years is 
actually a boon if you're ever been forced 
to listen to your grandfather's tales of his 
wartime exploits. These titles probably give 
you something to relate to. After playing 
Call of Duty, Activision’s stunning take on 
the Second World War, you'll be able to tell 
your own (fake) stories that will easily 
impress the old timers down at the VFW 
Hall. This game not only ups the ante in 
the WWII arena, but also makes everything 
that has come before it seemed as outdat- 
ed as France's army. 

After the various /Medal of Honor titles, 
Battlefield 1942, and even Return to Castle 
Wolfenstein, it seemed that the WWII theme 
might have been a bit played out. 
Developer Infinity Ward, comprised of for- 
mer members of the Medal of Honor team, 
has instead managed to reinvent the game- 
play while adding a level of realism that you 

truly need to see and hear to 
believe. Where Saving 
Private Ryan and 
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Band of Brothers Gp SS 
changed the way WWII k 
films and mini-series depicted the Second 
World War, Call of Duty could very well 
affect the way games covering historic peri- 
ods will be made. It is louder, more chaotic, 
and downright more intense than practical- 
ly any shooter to date. Where other first- 
person action games create shootouts, this 
one has crafted battles. 

The experience is more immersive, in 
small part to the striking graphics and 
sound. Other WWII games have managed 
to get the uniform colors right and then 
placed you against an army of clones; Call 
of Duty adds little things like badges and 
shoulder boards, and variations in uniforms 
and equipment. The result is that you feel 

like you're facing 
an army of 
individuals 


rather than wave after wave of robots. The 
sound effects heighten the experience, 
with the raging sounds of a battle in the 
distance that almost become too much. 

From the opening screen, you're also 
reminded that WWII wasn’t won because 
of a one-man army, which is no doubt a 
dig at some of the competition. To that 
effect, you get to play through three cam- 
paigns as totally different soldiers. Instead 
of taking the approach that you're the Yank 
hero who helped England and Russia to 
victory, you actually play as a British para- 
trooper from the 6" airbourne, and then 
later, as a common soldier in the Soviet 
army. With these diverse campaigns that 
make up the single-player game in addi- 
tion to the multiplayer mode, Са// of Duty is 
like two-and-a-half games in one. Each of 
the single-player campaigns begins with 
you fighting alongside your fellow troops 
as you form your own band of brothers, but 
then falls back to standard commando 
missions behind enemy lines. 

As a result, the early missions have a 
pseudo-historical/cinematic feel, and each 
is based on actual events. The American 
campaign, in which you play a paratrooper 
from the 101* airborne division, starts out 
on the evening of June 5, 1944, where you 
land in Normandy and have to 
attack the town of St. Mere- 

Eglise, followed by an 
assault on some 


German artillery positions that are shelling 
Utah Beach. These elements are straight out 
of The Longest Day and Band of Brothers, 
and make for some extremely intense yet 
fun-filled gameplay. After completing a few 
missions in Normandy, you're spirited off for 
a few commando-style missions that are far 
more cinematic than historical. 

Abruptly, the American portion ends, and 
you're suddenly in the boots of the afore- 
mentioned British soldier. Then it's back to 
D-Day, where you'll capture the infamous 
Pegasus Bridge and hold it after constant 
attacks from determined German troops. 
When the Normandy sequence ends, you're 
once again facing typical lone-wolf com- 
mando missions in which it's up to you to 
save the day. You'll face a variety of frus- 
trating situations, as you ride in the back of 
a truck fighting off convoys of German 
vehicles, before shooting down swarms of 
dive-bombers with your anti-aircraft gun. 

All is redeemed, however, when you get 
to the final campaign and play as a Soviet 
soldier. It begins with the pivotal battle of 
Stalingrad, and the first mission is almost a 
scene-by-scene replay of the river crossing 
sequence from the 
film Enemy at the 
Gates. You won't want 
to take a step back, at 
least not if you don't 
want the Party 
Commissar to shoot 
you dead. After a hec- 
tic but enjoyable 
beginning, the thrills 
never really let up in 
this final third of the 
game, except for a 
brief sniper sequence 
in a ruined apartment 
building where you 
need to shoot six 
German snipers. This 
section has all the 
excitement of a game 
of Whack-a-Mole. 

Though the single-player game only 
occasionally slips into redundancy and pre- 
dictability, it's far too short for such an epic 
setting. This is one game you can probably 
race through in about a dozen hours. While 
there are different difficulty settings, the 
single-player campaigns really haven't been 
crafted to offer tons of re-playability. 

But the experience the first-time 
through is certainly remarkable. You're 


[clockwise from top] This 
sequence with the Stuka 
dive bombers added some 
diversity but does grow 
tedious; If there's one thing 
to say about Call of Duty it's 
that the scale is really 
impressive; Multiplayer lets 
you open up in some rather 
intense firefights; A brief 
vehicular sequence let's you 
play tank commander with a 
Soviet T-34. 


teamed with AI controlled troops and you 
don't really feel like you're going it alone. 
The voice acting is top-notch thanks to 
professional talent like Jason Statham 
(Snatch) and Giovanni Ribisi (Saving 
Private Ryan), although you almost expect 
the Russian troops to start saying, "moose 
and squirrel" at any moment. 

Although the game stumbles a bit with its 
all-too-common commando-focused mis- 
sions, Call of Duty does offer a bit of innova- 


tion. In one mission, you get to drive a 
Soviet T-34 tank and face off against various 
late-war German tanks, including Tigers. 
You can blast away at key buildings and 
actually blow away walls. 

More interestingly, in both single- and 
multiplayer, you can only carry two primary 
weapons, along with a sidearm. Thus, 
instead of letting you run around with a half- 
dozen rifles, the game forces you to make 
choices. You can use a sniper rifle and still 
carry a submachine gun, which lets you 
make long-distance attacks while still being 
able to defend sudden charges upon your 
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Walk softly and carry a really big Bren gun. 


position. Both modes also feature stationary 
guns to help keep the enemy pinned down. 

Call of Duty has good multiplayer fea- 
tures, with some minor drawbacks. The 
maps offer some diversity, including vast, 
open spaces as well as tight, urban envi- 
ronments, but they all feel a tad bit small. 
Most of the settings are based on single- 
player locations, and thus were designed 
with the campaigns in mind. The addition 
of the Band of Brothers-inspired town of 
Carentan and a new harbor locale provide 
some interesting extras for multiplayer 
shootouts. But it’s still an infantry-based 
game, so don't look for the sprawling set- 
tings or controllable vehicles of something 
like Battlefield 1942. You can expect some 
fierce, close combat engagements, though, 
as well as plenty of sniper hunts. One 
interesting feature is the “Killcam.’ After 
being killed, you see an instant replay from 
the perspective of the person who shot 
you. Introducing this element makes it very 
difficult to camp, however, especially for a 
sniper whose effectiveness completely 
diminishes when his location is revealed, 
thus it is very important to keep moving. 

In addition to typical deathmatch vari- 
ants, there are three other modes that are 
something of a mixed bag. “Behind Enemy 
Lines” is the one that seems the most out- 
of-place. It features unbalanced teams, 
where the Allied players are greatly out- 
numbered by the Axis. Each time an Axis 
player kills an Allied player, they switch 
position and it is up to the Allied player not 
to get “tagged” so to speak. “Retrieval” is 
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basically capture-the-flag, with one team 
defending a set of crucial documents until 
time expires while the other tries to cap- 
ture them. The final mode is “Search & 
Destroy,” an objective-based mode in 
which one team tries to destroy an object 
while the other tries to protect it. While the 
latter two are better suited to the WWII 
setting, the lack of bots lessens the appeal 
for smaller multiplayer groups. 

Call of Duty is going to turn heads. It 
looks amazing, the action is fierce, and the 
multiplayer game is balanced, with plenty 
of diverse settings. The single-player cam- 
paign, while short and occasionally formu- 
laic, is an intense experience. For WWII 
buffs, or any fan of shooters, it's your duty 
to give this one a go. 

DEVELOPER Infinity Ward * PUBLISHER 
Activision * ESRB Teen 


Tiger Woods 
PGA Tour 2004 


Putting for eagle 


HEADGATE STUDIOS CONTINUES to 
make EA Sports look good, or at least 
smart. A few years after signing the golf 
development studio to take over its lan- 
guishing Tiger Woods franchise, the team 
is making its claim as the best golf simu- 


lation developer on the 
AES. compuesto bus ven 

D pon 

last year's remarkable 2003 

edition. And this year's model isn't just a 
rehash of old material; it's good enough to 
warrant another forty-dollar purchase, as 
it's a better and more complete game 
from top to bottom. 

What separates Tiger Woods from other 
golf games is its TrueSwing technology, 
which allows you to swing the club in real- 
time. The new version continues to refine 
this excellent interface. Speed, tempo, and 
swing smoothness all factor in to your 
shot-making ability, and no other golf 
game provides the kind of authentic feel- 
ing as does Tiger Woods 2004. 

The feature set is more complete, with 
an enhanced Career Mode that includes 
the World Tour as well as individual tourna- 


< [> Total 


ments. The World Tour provides you with 
the opportunity to boost your golfer's 
attributes, such as putting or shot power, 
whereas the tournaments have purse 
money on the line. Your golfer may also 
pick up corporate sponsors along the way 


[above] A flyby of Pebble Beach shows off the 
impressive visuals. [left] The swing anima- 
tions look eerily realistic. 


sponsor's equipment (irons, woods, balls, 
etc.), you rake in even more loot during the 
year. The only quibble is that Career Mode 
is a tad on the easy side; it's just a bit too 
forgiving after your golfer's attributes reach 
a certain level. It's also a resource hog that 
brings a top-of-the-line system to its knees 
as detail increases. 

When you combine the new features 
with a physics model that takes wind into 
account more than last year, stunningly 
beautiful visuals, more online options via 
EASO, and a course architect program, it's 
hard to fathom how this game can get any 
better. — William Abner 


top sellers 


Isn't it amazing how well certain expansions 
sell? Almost half the games in this month's 
top sellers is an expansion, standalone or 
otherwise. LucasArts must be a happy com- 
pany, seeing Jedi Academy sitting at the 
top of the chart, and Electronic Arts contin- 
ues its incredible run of top selling games. 


Star Wars Jedi Knight: Jedi Academy 
LucasArts kk k2 


Command & Conquer Generals: Zero Hour 
Electronic Arts kk k Жу? 


Battlefield 1942: Secret Weapons of WWI 
Electronic Arts Ж\з 


Halo: Combat Evolved 
Microsoft ЖЖЖ 


EverQuest: Lost Dungeons Of Norrath 
Sony Online Entertainment Not Rated 


Medal Of Honor: 
Allied Assault BreakThrough 
Electronic Arts kkk Xk 


Flight Simulator 2004: Century Of Flight 
Microsoft ЖЖЖ k2 


Battlefield 1942 
Electronic Arts ЖЖЖ Жуз 


The Sims Deluxe 
Electronic Arts Not Rated 


The Temple of Elemental Evil 
Atari kk k2 


Homeworld 2 
Vivendi Universal x xk k Ya 


The Sims: Superstar 
Electronic Arts kkk k 


Age of Mythology 
Microsoft kk kkk 


WarCraft III: Frozen Throne 
Vivendi Universal ЖЖ kk 


Diablo ዘ 
Vidvendi Universal kk kk 


Madden NFL 2004 
Electronic Arts * k2 


Command & Conquer Generals 
Electronic Arts kkk 


Zoo Tycoon: Complete Collection 
Microsoft Not Rated 


Sim City 4: Rush Hour 
Electronic Arts kk k2 


The Sims Unleashed 
Electronic Arts xk k k Y2 


The September list is based on units sold by more than 70 
channel partners, representing 90% of the U.S. retail consumer 
market. For more information, please contact NPDTechworld. 


from real golf mainstays, such as Taylor 
Made and Calloway Golf. If you use your 


DEVELOPER Headgate * PUBLISHER EA 
Sports * ESRB Everyone 
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Max Clichés 


Max Payne 2: The Fall of Max Payne offers 
up Solid action, but falls short elsewhere 


BY STEVE BAUMAN 


YOU KNOW NOIR when you see or hear it. It has a certain look- 
and-feel, there’s a way people talk that makes you think of 
smoke-filled rooms and shots of whiskey. Though the best noir 
manages to rise above the limitations of genre, it’s always about 
dark and sinister atmosphere. 

Until the nostalgia-filled days of the 70s and 80s, no one actu- 
ally tried to make noir, it just happened naturally. Nowadays, the 
redundantly named Max Payne 2: The Fall of Max Payne feels 
compelled to spell it out for you—its subtitle is “A Film Noir Love 
Story,” as if we're too stupid to figure it out on our own. But 
despite its name, it’s actually a game, and a pretty entertaining if 
mindless one at that. Had it settled for being “just a game,” its 
weaknesses elsewhere would be much more palatable. Instead, it 
tries so hard to be so much more than “just a game" that it's 
tripped up by its pretensions. 

The sequel picks up after the events from the first game. Max 
looks a bit older and acts a bit wiser, but he’s still mourning the 
loss of his family and pining for Mona Sax, a woman he briefly 
bumped into in the first game. During the course of an investiga- 


— 


e 
k. 4 


tion, Max is accused of a crime, he starts have some flashbacks, 
Mona keeps popping up, and bad guys become good guys or 
vice versa. The story plays out in the same graphic-novel style as 
the first game, though the artwork is superior and the writing is 
improved by leaps-and-bounds. 

But it's still noir-by-the-numbers: you got your atmosphere, check; 
your hard-boiled dialogue, check; your femme fatale, check; your 
double crosses, check. But unlike the best of noir, the characters are 
cardboard cutouts, with motivations that could fit on the back of a 
matchstick cover. It's a love story with no real love, other than its 
writer's love of simile. And in case you miss any of its major themes, 
they're cleverly written down on walls and described іп voiceovers 
during the all-too-plentiful hallucination/dream levels. It's so 
heavy-handed, you're smacked over the head with every single 
emotional moment, making them ring hollow. 

The dialogue and voice-over is considerably better than the 
"is it parody or not?" original-the sun apparently no longer 


Jual погат 


[below] Max often takes on more than one guy at a time. A bit of 
"Bullet Time" might be a good idea right now. [right] The realistic 
texturing on most levels is thoroughly impressive. 


sets with “practiced bravado,” whatever that means. It still reads 
ike a warmed-over combination of Raymond Chandler at his 
hackest, or Chuck Pahluniak at his worst. (Some portions sound 
ike rewrites of Fight Club.) The voice acting is fairly good and the 
music is excellent, even though it sounds like outtakes from Yo- 
Yo Ma's cello solos from Crouching Tiger, Hidden Dragon. 

Despite its cinematic pretensions, it's still an overheated third- 
erson action game. It remains a good, if overrated one, with 
superb graphics and art direction, a perfect level of difficulty that 
changes on-the-fly based on the player's success or failure, and 
airly varied environments. As with the first game, it’s all over way 


WHEN SOMEONE, NO MATTER 
WHAT THE COST, SHOWS YOU 
THERE |5 HOPE, A CHOICE, THAT 
YOU CAN PUT DOWN YOUR GUN, 


[top] The dream/hallucination sequences have nice, trippy effects. They're a bit overused, though. 
We get the point; Max is struggling with various things. Sheesh. [above] Mona is the femme fatale; 
the repetition of “This is love” on multiple frames of this particular cut scene is very Fight Club. 


too soon; there’s anywhere from 8-12 hours of single-player 
action for most players, and the additional game modes—and 
promises of alternate endings if you replay the game on higher 
difficulty levels—aren’t much of a draw. 

While the levels give you plenty of visual diversity, most of the 
game plays out like a “greatest hits” version of the original, with 
multiple “exploding/burning building” levels, multiple dream/hal- 
lucination levels. It's a visual tour-de-force of decay, but it's a bit 
overdone, looking very much like a foreign view of an existentially 
collapsing New York. It takes the "dark" portion of noir a wee-bit 
too literally, as tough and gritty does not equal grimy and grungy. 
(And scaffolding is the new crate; apparently Max Payne's world 
is permanently under construction.) 

There are exceptions. A couple of levels just let you wander 
around talking to people, and it provides a nice break in the 
action. Another level, set in a fun house set from some failed TV 
show, is terrific but feels transported in from No One Lives 
Forever. There is some humor, mainly in the form of commercials 
playing on various televisions on levels, but they're incongruous to 
the fiction. For example, early in the game you're supposedly res- 
cuing a hostage in mortal danger, yet the game pretty much asks 
you to sit and listen to a parody commercial for "Dick Justice.” 

While most of the combat is terrific, too much of the design 
seems from the Dragon's Lair school of, "kill off the player, then 
they can figure out how to get past this area” But the combina- 
tion of physics and the booming sounds makes combat thorough- 
ly satisfying. You often face off against more bad guys, and while 
their Al is nothing to write home about, it forces you to use the 
"Bullet Time" feature more often. Dodging sideways into a room 
and spraying bullets throughout is a good approach in both 
games, charging groups of people with "Bullet Time" enabled in 
your standard combat tactic in the sequel. 
It's less tactical and more brainless, but it 
works. (You occasionally fight alongside 
other characters, but they're mostly useless.) 

Most of the criticisms of and praise for 
Max Payne 2 can be leveled at the original; 
in other words, if you loved the first game, 
chances are pretty good you'll love the 
sequel, and if you were indifferent or disliked 
it, there's little in the sequel to win you over. 
If anything, Max Payne 2 increases expecta- 
tions by being such a superb overall produc- 
tion. It ups the ante on art and style while 
taking its attempts at being "cinematic" too 
seriously. This makes it nearly impossible to 
ignore the general level of mediocrity to the 
characterizations, writing, and storytelling 
despite its mostly solid action. Since that 
charge can be leveled at most Hollywood 
action movies as well, this makes it some- 
thing of a cinematic success. Go figure. 

DEVELOPER Remedy Entertainment * 
PUBLISHER Rockstar Games * ESRB Mature 
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[left] Sam becomes quite the little Hobbit-sized 
ass-kicker; Watch out for that Nazgul guy; 
Gandalf helps out at the battle of Helm's Deep. 


The Lord of the Rings: 


The Return of the King 


Somewhere between amazing and sadistic 


THE TERM "INTERACTIVE movie" was 
used to describe some truly awful full- 
motion video adventures released during 
the '90s, but it's a perfect description for 
The Return of the King. Though it mostly 
uses footage from The Two Towers (as well 
as very brief bits from the first and last part 
of the trilogy), it brilliantly segues from 
footage from the Peter Jackson movies to 
brief CGl-rendered sequences, then dump- 
ing players into gorgeous 3D environments 
to battle with various Orcs, spiders, and 
dead people. When you consider the 
majestic score and voiceovers taken from 
the movies or recorded specially for the 
game by the actors (a few were holdouts, 
and it shows), it really makes you feel like 
you're playing a movie. 
The Return of the King features branch- 
ing levels that let you follow the major 
characters in their respective plot threads; 
on some levels, you can choose between 
multiple playable characters. (A co-op 
mode is supported, but that’s definitely a 
console-only thing, as two people sharing 
one PC is highly unlikely.) Each character 
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has his own attacks, and experienced 
gained on each level can be used to pur- 
chase additional moves for either the 
character you used on that level or for 
the entire fellowship. 

While it requires God’s own PC to run 
smoothly at higher resolutions, it looks 
phenomenal, though even high-end 
machines show signs of significant slow- 
down during some of the more chaotic 
moments. The opening alone, where 
Gandalf is assisting Aragorn, Gimli, and 
Legolas at the battle of Helm’s Deep, is full 
of explosions, triggered events, and general 
eye candy. The levels are amazing, if 
relentlessly linear. 

All of these things come together with 
Hollywood-level production values, making 
it one of the most impressive games 
released in years. It's either that, or it's one 
of the worst-designed ones. Somehow 
between all of the amazing setpieces, there 
are ones that make you curse at the sadis- 
tic and completely boneheaded design. 
Most of the levels fall into the former cate- 
gory, but there are enough of the latter to 


make it unplayable. 

For example, on the "King of the Dead" 
level, you're trying to escape from a cave 
while it's collapsing. It's an amazing 
accomplishment, with falling rocks and a 
shaking camera, but for some inexplicable 
reason there are no save points on the 
level, even at obvious locations (and there's 
no "save anywhere"). Making matters even 
worse, the camera faces the front of your 
character, making it impossible to actually 
figure out where to go or to dodge falling 
rubble. But it makes it more "cinematic" to 
see the carnage that follows Aragorn, nev- 
ermind that it makes the level unplayable. 

The camera problems, in general, are 
legion. There are times when you have no 
idea where your on-screen character is. 
The game constantly changes the perspec- 
tive of the scene, causing you to lose your 


bearings. It also turns some levels into a 
Dragon's Lair-styled “killed ya with the guy 
that appeared out of view; re-load and be 
ready next time" experience. It's all frustrat- 
ing enough to make you want to throw 
your hands up and give up on the thing. 

But there is a reason to continue, and 
that's to just see the next cool thing that 
those same designers are going to deliver 
you. Whether it's worth the occasional bits 
of agony is certainly debatable, as there are 
few games with such radical swings from 
"amazing" to "sadistic" —Steve Bauman 

DEVELOPER/PUBLISHER Electronic Arts * 
ESRB Teen 


Contract 
J.A.C.K. 


A surprising misstep 
for Monolith 
жж 


THE LEAD CHARACTER in Contract 
ЈА.СК, the standalone pseudo-expan- 
sion for No One Lives Forever, is named 
John Jack, as in “Just Another Contract 
Killer" After an initial trial, he’s hired by 
Dimirij Volkov, the head of H.A.R.M., to 
take out the Italian organization known as 
Danger Danger. While the promise of 
seeing how the badguys of Monolith's 
superlative series work is sound, J.A.C.K. 
lacks the slightest spark of life or inspira- 
tion. It has no character, both literally and 
figuratively, and its action is stilted and 
crude. It feels more like a tossed-off side 
project than a full game from an estab- 
lished team. 

Where the NOLF series is playful, 
charming, and suave, J.A.C.K. is abrasive 
and obnoxious. The jokes fall flat (a minor 
exception comes right at the end), the ran- 
dom swearing is pointless, and the gratu- 
itous blood and guts feel out-of-place for 
the overall look-and-feel of the series. The 
multiplayer is a rehash of NOLFs, with a 
couple of new maps. It remains fairly unim- 
pressive, if competent. 

Everything feels wrong. The badguys 
are unmemorable, the weapons are mostly 
carry-overs from NOLF and lack the extra- 
exaggerated "oomph" found in most pure 


ve] Thi battle scene is one of the few that takes place in an open area. It's actually quite 
ugh ind moderately entertaining. Too bad there's no "big boom" kind of weapon to really take 


anothi 


action games, and the levels are bland 
and full of tight, claustrophobic corridors. 
None of these elements lend themselves 
to the free-for-all action that the game, in 
theory, is trying to present. You end up 
waiting in a spot for everyone to funnel 
through the corridor and let them execute 
their AI trick of turning over a table or 
dodging, or they just fire into the wall 
(they appear to know where you are, but 
can't quite figure out that there's some- 
thing blocking you). You certainly don't 
marvel at clever environments or laugh at 


level.[below] СОН with the vehicles already. They were never good in NOLF, and 


the great visual gags. 

It's not so much that Contract ЈА.СК 
pales in comparison to both NOLF games. 
That's practically a given, considering the 
modesty of its mission (“all action, all the 
time") and its length (less than five hours 
of play). Anyone that's played No One Lives 
Forever will realize that Jack is no Cate 
Archer, and Contract J.A.C.K. is no Serious 
Sam, much less on the level of previous 
Monolith efforts. —SB 

DEVELOPER Monolith * PUBLISHER Sierra * 
ESRB Mature 
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Warlords IV remains the best 
hardware fantasy wargame out there 


ЖЖЖЖ 


BY KELLY WAND 


BEFORE HEROES OF MIGHT AND 
MAGIC, before Age of Wonders, and 
before Disciples, there was Warlords. 
Created and refined by fantasy wargame 
guru Steve Fawkner, the series has 
always been more simplistic than its 
subsequent imitators, but in many ways 
it's also more enduring. With its more 
abstracted mechanics and lack of signif- 
icant micromanagement, the series has 
enabled stronger Als and faster play 
than its many, many derivatives. 

Enter Warlords IV, the first turn-based 
update to the classic series since 19985 
Darklords Rising. \f the real-time nature 
of last year’s brilliant Battlecry 2 kept you 
grognards away from the series, you'll 
find Warlords IV host to several great 
"new" advances cribbed straight from 
the real-time branch, such as the persist- 
ent warlord heroes and a dynamic cam- 
paign. The persistent heroes, in particu- 
lar, are a great addition to the series; by 
completing missions and winning skir- 
mishes, you gain experience which 
translates into new bonuses, abilities, 
and retinue members available for the 
difficult later scenarios and online play. 
The elegant implementation of this fea- 
ture works especially well in online 
engagements. Even though a level 15 
opponent may seem rightfully daunting, 
the bonuses provided by the high status 
are simply advantageous, not over- 
whelming. 

The gameplay remains the same. You 
pick one of ten sides, with each one hav- 
ing unique units you can build from your 
base city. As you progress, you develop 
stacks of these units through a basic 
production model (you select a unit, and 
it gets cranked out in X turns), and sub- 
sequently send those stacks out to con- 
quer other cities to fuel your war 
machine, or to raid dungeons for exotic 
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loot and troops. 

If it sounds incredibly simple, it is. But 
it's also extremely engaging, since the 
basic mechanics facilitate not only some 
surprisingly complicated stack strategies, 
but a razor-sharp Al as well. On its high- 
est difficulty setting, the computer oppo- 
nent is as ruthless as any human foe, 
accurately pinpointing weaknesses in 
your stack design and city defenses that 
an average human player would've over- 
looked entirely. The new battle system, 
which allows you to select the order of 
unit attacks in an engagement, is a per- 
fect extension of the "simple but deep" 
design philosophy that permeates the 
rest of the game, with the end result of 
fast-paced, turn-based play. 

It's a pity, then, that the art direction is 
so confused. A good half of the art 
assets in the game seem recycled from 
earlier Warlords titles, with the rendered 
units and portraits cribbed straight from 
Battlecry 2. The Play-Doh models and 
plastic-y map structures don't capture 
the abstract nature of the series at all; 
rather, they give a sense of rough and 
clumsy construction that isn't particularly 
appropriate. The new interface is pretty 
and very workmanlike, but it lacks the 
cunning friendliness of Battlecry 25 
scheme-right-clicking to do uncommon 
commands like spell-casting seems 


[left] The orcs may look goofy, but 
they can take a beating better 
than anyone else. [above] Tactical 
Combat Rule #1: don't mount a 
frontline attack with a freakin’ 
catapult. 


counter-intuitive, and the gar- 

ish effects used to show a unit 
path are needlessly ostentatious. Lastly, 
the bog-standard Tolkien fantasy is tired: 
can we please get out of this rut of orcs 
and elves in our fantasy-empire games? 

Still, these are small complaints when 
measured against what Warlords IV does 
right. Perhaps the biggest surprise is 
how well they ve maintained and upgrad- 
ed the classic Warlords play style. For 
veterans of the series, it will seem as 
though nothing has changed. But then 
you discover the power of the new spell- 
casting system, the well-balanced, per- 
sistent bonuses for heroes as they 
advance, and the strength of maintaining 
a diverse, high-level retinue. It may seem 
a simple game, but there isn't a mean- 
ingless click to be found at any time dur- 
ing play. 

In the end, though, Warlords IV is an 
orcload more of the almost anachronistic 
same. If you haven't been hooked by any 
incarnation of the series since its 1990 
debut, it won't sell you on its abstract 
style any more than those earlier offer- 
ings. [5 not a puzzle game like Heroes 
of Might and Magic, nor is it a 4X game 
like Master of Magic. [5 simply Warlords, 
the best damn hardcore computer-fanta- 
sy-wargame series out there. 

— Douglas L. Erickson 

DEVELOPER Infinite Interactive * 

PUBLISHER UbiSoft * ESRB Teen 


Commandos 3: 
Destination Berlin 


All the frustration, 
none of the fun 


FRUSTRATING BUT FUN was the best way 
to describe Commandos: Behind Enemy 
Lines. Pyro Studios entertained and 
enraged with the 1998 release about a 
team of soldiers playing Where Eagles 
Dare with Hitler's finest circa 1942. The 
puzzle-oriented real-time strategy game 
was maddeningly difficult, though so inno- 
vative and cunningly designed that you 
kept loading saved games even while 
screaming at your monitor. 

Commandos 3: Destination Berlin doesn’t 
evoke any emotional extremes. The sequel 
is pure blah from the opening missions in 
snowy Stalingrad to the last hurrah on the 
beaches of Normandy. Pyro seems frozen 
in time with this series, rehashing the same 
limited-skill soldiers, and the same stock 
WW || settings and scenarios (can't any- 
body come up with something more inven- 
tive than helping the Allied landings on D- 
Day?). Add to this a showstopping bug and 
ill-advised design decisions, like an unfor- 
tunate focus on action, and you've got a 
game better left in boot camp. 

But if you can't resist the allure of fight- 
ing Hitlers henchmen one more time, take 
this bit of advice—back up the game’s 
entire Output directory every time you 
complete a mission. If you fail to do this, 
you risk losing all of your progress due to a 
major crash bug that wrecks this folder 
and deletes all of the save game files that 
it contains. This happened during the initial 
run through the game, forcing a replay of 
almost a third of the game. After backing 
everything up, the same bug struck again 
at least ten times. Judging by online 
reports, this problem is widespread, so be 
cautious and make regular backups. 

Of course, an easier way of dodging this 
pitfall would be to avoid Commandos 3 
altogether. You wouldn't be missing much, 
especially if you played the first two 
games in the franchise and their expan- 
sion packs. The designers at Pyro either 
repeat themselves with the same old only- 
the-Green-Beret-can-shoot, only-the-Spy- 


can-play-dress-up stuff, or mimic the 
action in WW Il movies such as Enemy at 
the Gates and Saving Private Ryan. Careful 
planning and the desperate need to avoid 
alerting guards has been replaced the 
need to perforate lots of bad guys, 
Schwarzenegger style. 

Unlike the covert ops featured in the 
previous Commandos games, missions 
here are straightforward combat assign- 
ments. The second Stalingrad level has you 
slaughtering dozens of German paratroop- 
ers. Central Europe features a town that 
must be cleared of enemy troops with 
mines and bombs. And Normandy is filled 
with carnage, including one level where 
you actually storm a beach. With the 
exception of the first two Central Europe 
missions, where you have to sneak your 
thief and spy into a train station (and even 
then you have to kill everyone on a train in 
the end), the game feels like a Medal of 
Honor-style shooter grafted onto a real- 
time strategy engine. 

Both the identity of the game and its 
playability have been compromised. Stealth 
isn't as important as well-caffeinated 


reflexes, something that can't be said of 
the first two releases in the series. You 
have to be quick on the mouse to complete 
objectives, and perfectly time your actions 
with those of the enemy and your fellow 
team members. Neither activity is easy, 
because hotkeys have been removed for 
key attributes like standing and selecting 
weapons, so it's very difficult to get your 
cursor to the right spot at the right time. 

Combat-first design flaws also dog the 
new multiplayer mode. Pyro has replaced 
the cooperative option provided in 
Commandos 2 for competitive play, where 
you deathmatch or capture flags. This isn't 
riveting action, because hundreds of shoot- 
ers and real-time strategy games have done 
this sort of thing better, and the engine isn't 
great at combat. No hotkeys and single-shot 
kills make multiplayer matches chaotic and 
random. Victory is more about camping and 
luck than strategic planning. 

Strategic planning doesn't seem to be a 
strong point with Pyro, either. It's certainly 
hard to figure out what the developers 
were trying to accomplish with 
Commandos 3. They got rid of many ele- 

ments that made the first 
two games such hits and 
added lots of frenetic com- 


[left] Hey, the D-Day landings! 
You don’t see those in too many 
WW II games. [below] Sneaky 
spy stuff isn’t emphasized, 
though you do have to swipe a 
few uniforms. 


01.2004 | COMPUTERGAMES 67 


bat along with a bug that essentially forces 
you to replay huge chunks of the game. If 
you want to check out WW II heroes in 
action, you'd be better off wandering over 
to the local МЕМ. and hoisting a few with 
some veterans.—Brett Todd 

DEVELOPER Pyro Studios * PUBLISHER 
Eidos * ESRB Teen 


Anarchy Online: 
Shadowlands 


The sparkliest treadmill 
you'll ever fall off of 


Ж Ж Ж 


SHADOWLANDS, FUNCOM'S ambitious 
and exhausting expansion for its once justly 
reviled, now justly honored, science-fiction 
MMORPG Anarchy Online, opens with one 
wild, eye-popping zinger after another. Its 
loopy, shimmering vistas suggest some 
floating chain of pandimensional asylums 
frozen in various lustrous stages of decay. 
The Shadowlands are a series of huge, 
somewhat connected islands suspended far 
above the war-ravaged planet of Rubi-Ka. 
Each island encompasses many game- 
acres of wildly divergent climes; from the 
verdant woods of Elysium, 
to the 


airless wastes of Sheol, to the algae-coated 
pilasters of submerged Adonis, to the icy 
ravines of Penumbra, to the scorched 
mesas of Inferno, all purportedly leading to 
Pandemonium, the swirly, vaporous domin- 
ion of chaos (and presumably the trippiest). 
The portals joining these areas to each 
other in a long, pointy-edged chain are 
unlocked only by satisfying steadily 
increasing numbers of steadily more ardu- 
ous quests. This is no walk in the park 
even for well-equipped groups of powerful 
characters; as of this writing, the expan- 
sion's been out almost two months and the 
furthest anyone's reportedly penetrated is 
Penumbra. (Broken quests have doubtless 
contributed to the holdup). Funcom lends 
its idea of a hand by introducing a new 
level cap of 220, and two intriguing new 
playable professions: the paladin-esque 
Keeper and a thief/assassin 
composite called the Shade. 
To help enrich a mythos 
so far defined only 
by the pointless, 
repetitive 
squabble 
$ between 
the 
Omni- 
Tek 


[top] Getting somewhere in Shadowlands is 
all the fun. An Engineer’s friendly monstrosity 
offers high-fives and thoughtful conversation 
in the newbie training grounds. [below] Just 
another Monday night in Jobe. 


corporation and the anarchic Clans unfold- 
ing below, comes a newly introduced third 
action, the scientifically minded neutrals of 
Jobe, who guide you through your early tri- 
als and spout their deep-rooted conviction 
that the Omni-Tek/clans struggle is indeed 
pointless and repetitive. 

The geography is often stunning and 
shows a flair for the otherworldly that puts 
e more expensive landscapes of Star 
Wars Galaxies to shame. It's not so much 

he overhauled graphics engine but the 
sheer, lush weirdness of the palette that 
makes Shadowlands so striking. You feel 
like you're wandering through a painting 
that's part Vallejo and part George Barr, 
surrounded by piping filament tubers and 
growling, glowing spirit beasts. The hope of 
seeing more terrain is the best incentive 
the expansion has to offer. 

It's also, inescapably, the main one. This 
being an old-school MMORPG, starting 
one of the new classes in the Jobe training 
grounds and diligently working your way 
up and out to the sumptuous new 
grandeurs involves real-life months of 
slogging through mob after mob of arbi- 
trarily hostile or docile wildlife, much of 
which can be done with greater ease 
down on Rubi-Ka. Veteran characters have 
it even rougher; the twenty new levels can 
only be acquired in the Shadowlands 


Black: The native marker in 


nya has a S on it. Therefore 


you must roll S or higher to convince the natives to join your empire. 


ГИ? Ен 


Congratulations! Тһе natives in kenya have Joined your 
empire. The resource marker has no value and will be 
discarded. An Infantry unit has been added to kenya. 


proper, and the items dropped by these 
laughably tougher denizens aren’t com- 
mensurate with the higher risk. This 
essentially makes the expansion a farm for 
uber-characters to equip their twinks. It’s 
stupid-hard work, the difficulty deliberately 
and unreasonably ratcheted up so you 
have to play longer, and pay more for less 
and slower reward. An example: the twen- 
ty new levels are the equivalent of 
EverQuest “hell levels,” requiring compara- 
tively ludicrous amounts of experience 
points set to the marathon drumbeat of 
old-fashioned grinding. The linear nature 
of the islands renders Fixers useless, and 
thanks to, at best, inconsistent aggro 
ranges, crowd control is also thornier, to 
the chagrin of Bureaucrats. 

It's also less “science-fictional” than 
ever. It may just as well be set in the dis- 
tant past. You can align yourself with 
cultish-sounding creatures of the 
Redeemed or Unredeemed varieties, 
acquiring all the corresponding perks 
thereof. Rest areas are sacred Gardens 
accessed by glyphs. There are spirit crea- 
tures, spirit siphons, druidic figures inton- 
ing portentously, ancient hieroglyphs, and 
eldritch murmurings from underground 
caverns of cracked stone (many of which 
are strangely empty). Any MMO set in the 
future, especially one that starts you off in 
a city ruled by pioneering scientists, cries 
out for vehicles or teleportation; anything 


more futuristic than running around on 
foot the bulk of your time stabbing at 
ponies and snakes with a primitive home- 
made dagger (or, as this process is now 
known, "role-playing"). Shadowlands works 
best as an arcane mood piece. 

For its faithful, there are bells and whis- 
tles galore. The new perk system, Shade 
tattoos, health spindles, Jobean armor— 
everything is integrated into a seamlessly 
unique gameplay experience that's as 
immersive as it is frustrating, luminous as it 
is tedious. The labyrinthine quests, difficult 
as they are, provide a welcome alternative 
to the drab auto-content-generated mis- 
sions that, for better or worse, set the 
game apart all the way back at its rocky 
1999 inception. Lest anyone forget, 
Anarchy Online was the first—and to date, 
only- MMO to offer cheap, frequent oppor- 
tunities to save characters' progress, thus 
freeing them up for fun-filled, idiotic, sui- 
cide experiments (like attacking bronto 
burger merchants). That's what makes the 
greed inherent in Shadowlands' dispropor- 
tionate risk-reward ratio such a bummer. 
George Carlin said anyone motivated 
enough to attend a motivational seminar by 
definition didn't need the seminar. Anyone 
capable of mastering rigors this grueling 
has the stamina necessary to make a good 
living designing MMORPGs. -Kelly Wand 

DEVELOPER/PUBLISHER Funcom * ESRB 
Teen 


War! Age of 
Imperialism 


It's a board game, 
not a bored game 
XK KY 


SIMPLICITY HAS ITS virtues, and that cliché 
is on display in War! Age of Imperialism, a 
conversion of an empire-building boardgame 
of the same name. Aside from having Al 
opponents and letting your Pentium keep 
track of the scoring, there's little that makes 
it a computer game. lt takes the boardgame 
rules and faithfully translates them to a for- 
mat that easily allows for greater complexity; 
however, War!’s simplicity is a large part of 
what makes it such a blast to play. 

Once you get beyond a short learning 
curve (a full manual and online help give 
some solid starting pointers), you set up a 
nice game of conquest with 2-8 players 
made up of either Al, other humans at the 
same machine, or online. The game plays 
out in turns, and in the case of multiplayer, 
the games are stored on the server so play- 
ers aren't required to be online at the same 
time. (It's a good variation of play-by-e-mail, 
where you log in to the game to see if your 
opponent has moved; you can have multiple 
games going at once too.) There are a lot of 
options for win conditions and the state of 
the world; you start rolling dice—not literally, 
but via a mouse click—and you're off. 

And that's really where the game proves 
to have less to do with strategy than with 
luck. You play on a world map where the 
different regions are basically irrelevant. 
You place limited numbers of pieces that 
you purchase with Production Points 
earned from a simple economy, and Victory 
Points are accumulated through your vari- 
ous conquests. Taking over regions 
requires luck via die rolls, winning in com- 
bat requires luck, and the tech tree doesn't 
add more functions or units but adds mod- 
ifiers to the rolls, increasing your luck. 

Not that there's anything wrong with this. 
In fact, despite a bit of clumsiness in the 
interface in large games when you find your- 
self shifting around a lot of military units, it's 
a terrific time. Who doesn't want to conquer 
the world in a few hours? —Steve Bauman 

DEVELOPER Donohoe Digital • PUBLISHER 
Eagle Games * ESRB Not Rated 
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NHL 2004 


The future's so bright... 
* XK 


BY WILLIAM ABNER 


AFTER A FEW years of treading water, 
EA Sports is starting to steer its hockey 
franchise back on course and in the 
right direction. On its face, VHL 2004 is 
not a great game, but new developer 
Black Box breathes life into the stagnat- 
ing franchise. While it's rough around 
the edges, playing more like a prototype 
than a finished product, there's finally a 
reason to get excited about the future 
of the series. 

On the ice, it plays better than ever. 
This is still arcade hockey and not a 
true-to-life simulation, but it's good 
arcade hockey, not an up-and-down- 
the-ice breakaway fest as was the case 
in earlier versions. The defensive posi- 
tioning Al is strong, making it tough to 
simply race down the ice for a clean 
shot. In fact, getting a quality shot on 
net is no easy task as defenders do 


70 COMPUTER GAMES | 01.2004 


everything they can to get in the way or 
knock players off the puck. The skating 
model and puck-to-stick physics are 
surprisingly good. The puck bounces 
around and is hard to control at times; 
it's even possible for a player to lose 
control of it when trying to perform cer- 
tain moves, which is refreshing com- 
pared to the glue-like pucks from years 
past. Other new tidbits include on-the- 
fly strategies such as "defend lead" or 
"play aggressively," a fighting model that 
actually involves blocking punches 
instead of simply button-mashing until 
someone falls, and penalties that take 
place in real time, slowing down the 
clock so that teams are given a better 
chance to score on a powerplay. 

While the game is a significant 
upgrade, it feels a bit incomplete in cer- 
tain areas, as if Black Box ran out of time 
in the middle of the project and had to 
prematurely ship the game. The goalies 
refuse to freeze the puck, and will 
attempt to pass it out of net even in a 
crowd, leading to a lot of cheap goals. 
The offensive AI also lacks patience and 
simply launches the puck from the blue 
line whenever the opportunity presents 
itself. That's not to say the game is easy, 


but the Al wastes a lot of scoring 
chances because it refuses to wait for 
teammates to get in the zone. It's like a 
basketball player launching three-point- 
ers with no one underneath—it may work 
every once in a while but it's hardly an 
ideal strategy. 

The game's General Manager mode is 
a fantastic feature but it's woefully 
underdeveloped. You play the role of a 
new GM and must rebuild the franchise 
from the ground up in terms of facilities 
and staff. As you win games and make 
deals, your GM rating increases, which 
provides you with the funds to hire bet- 
ter scouting staff, practice facilities, mar- 
keting agents, etc. Player ratings fluctu- 


[left] The graphics are great, as per norm 
with most EA Sports games. [above] 
There’s nothing wrong with a little post- 
goal celebration. [below] How about a 
face full of glass, buddy? 


ate throughout the season because 
morale affects their performance—you 
need to keep your stars happy with 
plenty of ice time. On paper it’s a cool 
idea, but it stumbles because you're not 
able to access nearly enough informa- 
tion from around the league. Simple 
things, like viewing opposing teams’ 
ines or the age of free agents, aren’t 
possible. Worse, when the CPU offers 
you a trade, you cannot view detailed 
layer ratings or the age of the players 
involved, only the overall rating and 
position. So unless you know every 
player, including rookies, like the back 
of your hand, you have no idea as to 
what the player offers. Toss in the fact 
that you can’t even play the All-Star 
game (or even view All-Star rosters), 
view league retirees, or use the GM 
mode with more than one owner, and 
you are left with an incomplete feature 
that leaves you feeling disconnected 
from the league. 
EA Sports is building a new founda- 
tion with its hockey franchise. With 
another year of polish, NHL 2005 could 
be a fabulous game. Unfortunately, play- 
ing the 2004 version is like watching a 
snazzy presentation, as if EA Sports is 
saying, "Here's the direction we are 
heading.” Now we just need to wait until 
it's finished. 

DEVELOPER Black Box * PUBLISHER EA 
Sports * ESRB Everyone 


Space Colony 


In space, no one can hear 
you say, “I want a disco!” 


A NORWEGIAN BIKER, a white-trash cow- 
girl, and a pair of Japanese rave kids walk 
into a bar. Sound like a joke? Well it is, sort 
of. It’s just one of a million possible scenar- 
ios that could play out in Space Colony, the 
cheeky world-builder-meets-personality- 
sim from Stronghold developers Firefly 
Studios. It sounds goofy, and it is goofy, 
but with strong building elements and an 
irreverent wit, Space Colony succeeds 
where many hybrids fail in being more 
than a sum of its parts. 

Space Colony, like most builder games, 
is all about the art of creating your colony 
from the tools provided to suit the task at 
hand. Its heroine, the spunky and capable 
Venus Jones, is tasked by the greedy 
Blackwater Corporation to complete mis- 
sions that range from farming space chick- 
ens in order to cash in on the latest culi- 
nary fad, to rescuing VIPs from a planet 
overrun by hostile aliens. As capable as 
Venus may be, she can't do all of this on 
her lonesome, so the corporation sends 
"help" in the form of the other colonists, 
and wackiness ensues. 

While you can place structures around 
your base within your budgetary means, 
nothing actually gets done unless someone 
is at the controls. Placing a mining station 


Story mode has a peaceful path and a combat- 
oriented fork, so you can choose what you're in 
the mood for. 


near a mineral deposit won't do any good 
if you don't have someone skilled in oper- 
ating mining equipment, not to mention 
someone manning the power station so the 
base has electricity, and the oxygen station 
so everyone can breathe. Some colonists, 
like Venus, know how to do a wide array of 
things, while others are very good at just 
one or two. Some are just borderline use- 
less, though facilities exist for teaching 
colonists new skills. Primary and secondary 
tasks can be assigned, and the Al is rela- 
tively smart about having people switch 
jobs according to what needs are pressing 
without requiring too much micromanage- 
ment, provided you've allocated your talent 
appropriately. 

So just sit everyone down at their work- 
stations and everything rolls along perfect- 
ly, right? Not exactly. The second challenge 
is keeping your colonists happy. "But 1 
don't give a flying fig if they're happy," you 
say, "as long as they do their jobs" There's 
the problem. Happy colonists work, unhap- 
py colonists don't. A simple display for 
each colonist shows what portion of their 
time they're working, what portion they're 
slacking off or sitting around being 
grumpy, and why they are or aren't thrilled 
to be on your colony. One colonist, for 
example, might work with robot-like effi- 
ciency, but if you don't build him an obser- 
vatory his productivity will be nil. Some 
colonists need human contact, others 
mostly want to be left alone. One might 
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want a Jacuzzi, one might want a 
Stairmaster, and it's up to you to learn who 
wants what and get it for them, or suffer 
the consequences. 

This is the clean split between people 
who will like Space Colony and those who 
will want to pull their hair out and scream 
obscenities at the computer (unless that's 
what you do when you're enjoying yourself, 
in which case carry on). If you don't like 
working, sometimes frantically, to make 
seven different virtual people happy so 
they'll stop complaining long enough to do 
their jobs and thus fend off impending 
doom, this is not the game for you. The 
characters and their zany personality 
quirks are the heart of the game, and if 
you'd rather just have soulless drones that 
"Yes, sir!” and "Aye aye, sir!" you should 
look elsewhere for entertainment. 

If, however, you enjoy a little more flavor 
to your building games, there is a lot to like 
about Space Colony. The characters are 
mostly enjoyable, even the ones that are 
meant to be difficult are oddly charming in 
their annoyance, and the game maintains 
its humor level even when the infuriating 
corporate bigwig is pilling yet another 
objective on your head. The voice acting is 
thankfully good enough not to grate (too 
much), which is key considering how often 
the characters speak. The missions are 
challenging, with a nice, even learning 
curve spicing things up with some dynamic 
victory conditions and other such swerves 
along the way to keep things interesting. 
Plus, there's always sandbox mode and the 
mission creator if you just want to do your 
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[left] The only thing Billybob does better than farming chicken is eating chicken. The star 
next to his food meter tells you he REALLY likes to eat. [above] A wide variety of 
colonists requires a wide variety of entertainment. Piano, anyone? 


own thing. It's definitely more than a little 
bit odd, but it's nicely crafted. Space Colony 
makes wacky work and lands safely on the 
light side of fun. —Adam Fleet 

DEVELOPER FIREFLY STUDIOS * PUBLISHER 
GATHERING * ESRB TEEN 


NASCAR 
Thunder 2004 


It’s mostly in the game 


KK XK 


EA SPORTS IS rarely challenged in the 
sports world, with their games topping 
sales charts and enjoying a reputation for 
quality. But not all of their games are the 
best in their respective sport. The NASCAR 
Thunder series continues to show improve- 
ment, and it finally comes close to the lofty 


[above] Hangin’ on at The Rock. [right] Before 
the start. 


standards set by Papyrus in its VASCAR 
Racing series of games, but it's not quite 
equal to it yet. 

The Al is the clear winner here. 
Adjustable computer opponents do a great 
job of racing you without crashing, allowing 
top-notch racing excitement. Even better, 
the game features easy matchmaking online 
where you'll find rock-solid Internet play for 
up to sixteen drivers. There's very little 
warping or lag, allowing you to race hard 


without fear of strange anomalies ruining 
your race. All of this great racing would be к 
useless without good physics. While the 
game doesn’t break any new ground in car 
dynamics, it does provide a solid and believ- 
able driving experience that can be easily 
tweaked for the novice or pro player. 

The career mode is a new addition and 
it smartly adds financial concerns to sea- 
son play. Using money received from a 
starting investment and sponsorship, you 
get to decide where to get the most bang 
for your buck in the shop and then on the 
track. It's not a full-blown racing-manage- 
ment game within a game, but it’s 
advanced enough that you spend plenty of 


White Lord: 


You must find a way to reach the most sacred relic 
ofthe Forest - the Spring of Life. There you will 
perform the rite and obtain the core power of the 


time trying to become successful both on 
and off the track. 

Everything else in the game is passable 
to great. Whether you are tweaking car 
setup on a couple of intuitive screens, or 
just enjoying the general circuit presenta- 
tion and sound, NASCAR Thunder 2004 is 
mostly of high quality. It never breaks away 
from the level of great to become an excel- 
lent game worthy of high praise, but also 
never falls to the level of mediocre. The box 
is filled with hours of competitive and 
exciting racing. —David J. Long 

DEVELOPER Image Space, Inc.» PUBLISHER 
EA Sports * ESRB Everyone 


Vitals. 


Etherlords |! 


Now with 100% less 
turn-based strategy! 


= IT WILL COME as no sur- 
< prise that Etherlords // bor- 
S rows heavily from its prede- 
5: cessor. The centerpiece contin- 
ues to be the assembling of a deck of six- 
teen monster, sorcery, and enchantment 
cards to be used in one-on-one combat 
versus similarly bedecked foes. The four 
races from the original, and many of their 
specific cards, also survived the transition. 
One central element did not survive, how- 
ever. In the original, gameplay was 
designed around turn-based strategic 
maneuvering of several hero characters on 
a world map. This structure has been gut- 
ted wholesale. The campaign now gives 
the player control of just one hero who 
engages a sequence of stationary targets 
that get progressively tougher. 
With only one deck to manage, one hero 
to level up, and enemies who, for the most 
part, do not move an inch, the interest lies 
in the series of fights themselves. Enemy 
decks pose challenges that almost always 
require the reshuffling of one's own deck in 
response. Looted corpses dispense new 
cards that are sure to be useful, although 
not devastatingly so, in upcoming fights. 


[top] Certain enchantments affect battles in 
a specific region of the map, adding yet more 
wrinkles to the search for an effective strate- 
gy; The campaign story progresses through 
well-acted bits of dialogue. 


Spells sometimes affect battles that occur in 
certain regions of the map, requiring even 
more strategic consideration. Of the bazil- 
lion combinations of cards, spells, artifacts, 
and hero specializations that the campaign 
designers had at hand, they picked a few 
that provide very stimulating entertainment. 
Nothing in the battles themselves 
detracts from the experience. The anima- 
tions are superb, despite the great quantity 
of creatures and heroes that appear during 
the campaign. The sound effects augment 
the animations perfectly, and neither the 
music nor the fictitious languages the 
heroes speak ever grow tiresome. When a 
creature is ordered to attack, it flies, hops, 
wiggles, or lumbers to the front lines, then 
takes its turn whacking, thumping, or bit- 
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The color is bleached from the map when a 
hero is wandering through lands inhabited by 
creatures from the new Pale race. 


ing the enemy hero or one of its blocking 
creatures. If it survives, it moves back to its 
spot and, unless differently abled, rests. All 
of this might become tiresome were it not 
carefully paced; the creatures shuffle 
around just long enough for your brain to 
calculate its next move. The impatient play- 
er can trigger options that whisk creatures 
into position and minimize the sparkles 
that erupt from staffs and swords when the 
heroes cast their spells. 

The campaign follows one storyline for 
each race, plus one more, providing players 
with ample practice in deck creating and 
tactics before they take their skills online. 
Multiplayer features Duel mode, which 
automatically matches players of similar 
skill and allows them to use pre-made 
decks; Blind mode, which requires that 
each player build his deck before combat 
starts; and Round Table mode, which 
allows eight players to compete in a single- 
elimination tournament. In this last mode, 
the players “draft” their cards from decks 
that circulate among the players; each card 
chosen by another player disappears from 
the deck before it is handed along to you. 
Films of each duel can even be annotated 
by post-game commentators. 

Although human opponents excel at 
clever deck-building and unexpected tac- 
tics, the in-game artificial intelligence 
proves a solid opponent. Rarely is a com- 
puter-controlled deck surprising in its con- 
struction, but rare too are errors in how the 
Al handles the deck. The game's three dif- 
ficulty settings are aptly named, with 
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“Hard” (in particular) 
being exactly that. 
The toughness of the 
game is mitigated by 
the ease with which a 
player can lose a bat- 
tle, rearrange his 
deck, and plunge 
back in. A “surren- 
der" option makes 
repeated battles more 
than tolerable. 

New players will 
not appreciate the 
omission of certain 
key terms from the 
game's documenta- 
tion, however. Monsters can enter play 
"rested," and some can "lifetap"; enchant- 
ments can be "recycling" or cause certain 
monsters to have the oxymoronic "cannot 
get up" ability. These terms in time 
become clear, but they should be defined 
in the manual. 

If there was one thing that bothered 
players of the original Etherlords, it was the 
turn-based structure of the strategic com- 
ponent. With that gone, the designers 
focused on providing the player with a sim- 
plified but imaginative series of challenges, 
while the player focuses on building one 
deck. These features, together with a nice 
array of online options, make Etherlords Il 
an attractive, stimulating game. 

— Dave Perkins 

DEVELOPER Nival Interactive • PUBLISHER 

Strategy First * ESRB Teen 


Warrior Kings: 
Battles 


To the manor, burn 


WITH ITS MARKEDLY improved graphics 
and a handful of admittedly interesting 
new units, Black Cactus's remake/expan- 
sion/sequel to 2002's Warrior Kings comes 
off well in comparison to its predecessor. It 
also has the misfortune of arriving at a 
time when medieval-themed real-time 
strategy games are glutting the market like 
spear- and sneer-covered kudzu. 
Ironically, much of the game's charm 
resides in its quirky feudalistic setting, an 
alternate medieval Europe dominated by 
never-ending strife among pagan gods, 
undead legions, and Judeo-Christian sor- 
cerers. It also includes the requisite 
archers, mounted knights, catapults, and 
now fire boats. (Naval units are only avail- 
able in multiplayer games with human 
opponents, which suggests Al issues.) You 
choose your tech tree by what buildings 
you make, some of which preclude each 
other, which is an innovative concept that 
is handled thoughtfully. The three basic 
paths are Imperial (heretic-burning reli- 
gious fanatics), Renaissance (bank-loving 
tech-heads), and Pagan (druidic tree-hug- 
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a demon summoning. 
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ging demon hordes), plus two hybrid 
routes, Imperial-Renaissance and Pagan- 
Renaissance. New additions include rock- 
et-launching siege towers, 
gold/wood/stone elementals, war ele- 
phants, and boats ranging in size from the 
modest cog to the less modest galleass. 

The flavorful but cumbersome economy 
model of carts, warehouses, and shops 
remains the same, but you now have the 
option of playing in Valhalla mode, where 
you buy your armies up front with a few 
predetermined lives apiece and simply 
duke it out (strangely, it's less satisfying 
than earning them). The single-player cam- 
paign, with a nod to Rise of Nations and 
Medieval, has you conquering a color- 
coded map of fake Europe one province at 
a time, earning tech trees, Al generals for 
skirmish mode, and other bribes along the 
way. It's a mode that meshes with the RTS 
format better than any awkwardly shoe- 
horned "story" campaign. There are nice 
visual touches: fire arrows trail searing 
parabolas in their wake and behemoths 
knock down trees in their clumsy passage. 
Unfortunately, the game's most consis- 
tently medieval aspect remains its inter- 
face. Where in most games, the mouse- 
wheel zooms in and out, here it's raised 
and lowered vertically at a twitchy, spas- 
modic rate you can't alter. The minimap 
Still scrolls you languorously to wherever 
you left-click. This, coupled with inability to 
rally newly created units to a member of 
your army, make governance of multiple 
battlegrounds and rallying reinforcements 
across long distances more troublesome 
than it needs to be. It doesn't help that the 
mountainous terrain you cruise past along 
the way also affects your camera's altitude. 
At the strategically optimum height, indi- 
vidual units are so indistinguishable it's vir- 
tually impossible to tell different types of 
infantry or cavalry apart—even the 
Behemoths seem miniscule. Stone and 
gold outcroppings are also hard to spot 
among the trees, let alone on the minimap 
(you can toggle it on and off and notice 
virtually no change). 

The Al behaves inconsistently, some- 
times ignoring nearby comrades under 
attack, on occasion fleeing even though 
morale isn’t mentioned as a game concept. 
Game logic is hit and miss. Why is a 
sawmill an “alignment” building? Even if it 
casts a radial effect like a maypole, 
shouldn't it be under economic? Isn't it a 
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little bass-ackwards to place buildings with 
right-click? Peculiar omissions abound. 
You can't tell how many archers are inside 
a tower except by the length of a crude 
blue bar or by un-garrisoning them all (you 
can't do it singly). You have to disband a 
formation to add units to it. You can't tell 
how much gold or stone is in an outcrop- 
ping. And, amazingly, you can't tell how 
large an army is except by counting their 
individual health-circles on the main 
screen. Modern conveniences like patrol 
routes, formations, and skirmishes 
occurred to the designers, but not a simple 
handy panel indicating the quantity or 
health of more than one selected unit at a 
time—there's no quick, easy way to size up 
a "rack" This is hardly a frill but a critical 
military overview that's been part and par- 
cel of every game since Dune II. 

Those for whom such vagaries mean little 
or nothing will find plenty to keep them 
occupied: new maps, new units, new spell 
effects, and new ships sinking. For all its 
familiar ground, Warrior Kings: Battles sure 
doesn't feel like any other game on the mar- 
ket. Yet the Britishness seeping from its 
every pore is both blessing and curse. Its 
mythology of pagan and Christian armies 
going at it over a Europe that never was, 
with earthquakes and lightning, plagues and 
Fimbulwinters, takes a wild-ass imagination 
only a culture of countless generations 
raised on a spectral island renowned for its 
fantasists could bring to a full wondrous 
boil. But designing a graceful game inter- 
face calls for a different kind of brilliance, 
born of a less ethereal gland. It's difficult, 
soulless drudgery. Like dentistry. -Kelly Wand 

DEVELOPER Black Cactus * PUBLISHER 
Empire Interactive “ ESRB Teen 


Neighbors 
from Hell 


Just when you thought 
it was safe to stay at home 


WHILE REALITY SHOWS have become a 
staple for most television networks, they 
haven't made many inroads into computer 
games, at least until Neighbors from Hell. 
You take on the role of Woody, the star of 


[from top] Scrap in the swirling sands of the 
Kasserine Pass; Use all the available cover or 
you won't last long in Sici ng your 
pals out of РОМ. camp is a big part of the 
new multiplayer mode, Li 


THE MEDAL OF HONOR series has 
always been more WWII movie than 
WWII. Electronic Arts can boast about 
the franchise being so true-to-life that 
developers have Omaha Beach sand in 
their underoos, but everyone has seen 
enough documentaries on the History 
Channel to know that real G.I. Joes 
couldn't take twenty rounds in the chest 
and still blow up a pesky Panzer. 

That action-first focus changes in 
Breakthrough. Developer TKO Software 
has designed an expansion that both 
moves the series even deeper into 
Where Eagles Dare territory, and makes 
the action more authentic. Nobody's 
going to mistake this as a combat simu- 
lation, or even as a tactical shooter in 
the style of the Tom Clancy terrorist- 
killing oeuvre, but players can experi- 
ence a bit of what it's like to serve on 
the front lines. 

TKO boosts the realism by some arti- 


The Never-ending War 


Breakthrough is a solid addition to the Medal of Honor family 
ЖЖЖЖ 


BY BRETT TODD 


ficial means that initially seem grating. 
The developers force you to play in spe- 
cific ways by severely limiting weapon 
choice and ammunition. Expect to 
restart more than a few scenarios, 
especially if you’re used to the Quake- 
in-army-boots style of the original 
Medal of Honor. Hoisting that SMG and 
charging forward with lead spitting in 
all directions only gets you killed, as 
Jerry is no longer nice enough to always 
drop ammo, and that hollow "click- 
click" sound isn't very intimidating. 
But after you get over the learning 
curve, Breakthrough becomes very fulfill- 
ing. You need to become adept with all 
of the weaponry, as you simply have no 
choice but to whip out your pistol or 
even the new bolt-action Italian rifle in 
some areas. Sometimes you have to club 
down the Ratzis with the butt of your 
gun, and other times you have to exer- 
cise patience and snipe foes from cover. 
Of course, there are also a few occa- 
sions where you're allowed to rat-a-tat 
your way to victory, both on foot and in 
the turret of various gun emplacements. 

Level maps emphasize these charac- 
teristics while camouflaging the inflexi- 
bility of the overall design. The 11 
assignments—spread over three mis- 
sions in north Africa, Sicily, and the 
Italian mainland—provide a panorama of 
action like the events of a dozen classic 
war flicks. In north Africa, you wade 
through a sandstorm to detect mines in 
the Kasserine Pass, rescue British pris- 
oners, and put on an Italian uniform to 
sabotage a transport ship. You visit 
foggy Sicily on a glider to blow up 
artillery pieces and Axis airplanes in 
order to secure the island for the Allied 
landings. And, finally, you go right to the 
hilly heart of Italy and fight on Monte 
Cassino: against the Waffen SS. 

All of the scenarios are more difficult 


than those featured in the original game 
and in Spearhead. Because you're often 
pinned down, short on ammo, or simply 
stuck in a sandy or foggy spot where 
you can't see enemies more than a 
dozen feet away, you really have to 
think about what you're doing and 
measure your pace accordingly. Of 
course, in other areas you just have to 
move quickly and get lucky with head 
shots. Each of the missions has at least 
one murderous battle that's hard on 
hand-eye coordination. Protecting 
undercover agent Klaus from a crossfire 
in north Africa and blowing up tanks 
with a mortar in Italy require a lot of 
reloads. These elements lengthen the 
single-player campaign to around eight 
hours, pretty good for an expansion 
pack these days and close to the 10 
hours of play typically featured in a full- 
price shooter. 

"Liberation" will further lengthen your 
play time. This new multiplayer mode is 
a capture the flag variant where dead 
soldiers go to an enemy P.O.W. camp 
until an ally comes to the rescue. 
Games tend to go on for quite a while if 
you get into a match with smart players 
who divide responsibilities for guarding 
and attacking. One possible complaint, 
though, is the size of the nine new 
maps. Although they feature some inter- 
esting settings like Monte Cassino and 
Anzio, they're so big that camping can 
be an issue. 

Still, Breakthrough is a solid addition 
to the Medal of Honor family. While vet- 
erans of the series who like fast and 
loose gun battles might complain about 
the design changes, anyone who appre- 
ciates variety and a touch of realism in 
their WWII shooters should appreciate 
this new direction. 

DEVELOPER TKO Software * PUBLISHER 
Electronic Arts * ESRB Teen 
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a reality television show, and in each 
“episode” you try to play several tricks on 
your unsuspecting neighbor to make him 
as mad as possible. It's sort of like Trading 
Spaces, only friendlier. 

Tricks are usually simple things. You can 
drop a banana peel on the floor so your 
neighbor slips and falls. You can cook a 
rotten egg in the microwave so he has to 
clean up (and smell) the mess. You can 
even delve into Roadrunner territory and 
electrocute or blow him up. 

All of the tricks are put together in your 
neighbor's house, so you have to sneak 
around to find the things you need, then 
apply them in such a way that causes your 
neighbor to stumble into them. If you play 
the maximum number of tricks on your 
neighbor during an episode, it will usually 
be a success. But if you can place the 
tricks so your neighbor stumbles into them 
one after the other, and gets really mad, 
you'll get "brilliant" ratings, and Woody 
might receive the Golden Neighbor award 
at the end of the season. 

Neighbors from Hell is a pretty simple 
game. Your neighbor's house doesn't 
change much, and many of the tricks are 
used in multiple episodes. But the game is 
surprisingly well made and entertaining, 
and if you don't mind spending $30 on a 
game you might finish in well under 10 
hours, it’s a worthwhile purchase. 
—Steven W. Carter 

DEVELOPER JoWooD * PUBLISHER Encore 
Software * ESRB Teen 
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SimCity 4: 
Rush Hour 


Closer to the fun 


IT'S SOMETHING OF a standard forum 
joke when a patch or expansion is released 
to say, “Is this the expansion that adds 
fun?” But it’s more appropriate than nor- 
mal when considering the case of SimCity 
4. Despite a lot of acclaim elsewhere, the 
fact that the manual for the Rush Hour 
expansion is more than twice as big as that 
of the original illustrates that Maxis realizes 
it blew it with the original. While previous 
versions of the legendary series were 
streamlined and elegant, SimCity 4 was 
vague, unbalanced, sluggish, and clunky, 
with more bugs than a frat house kitchen. 
A couple of patches addressed the nastier 
problems, but by then, many had already 
given up on the series. 

In fixing and/or clarifying or embellishing 
some of the murkier points in the original, 
plus adding a few welcome new features, 
Rush Hour is a start in the right direction. 
While it remains prone to performance 
issues and the occasional crash, it’s an alto- 
gether better game for its enhancements 
and additions. While the ability to take on 
missions and drive vehicles around your 
town is gimmicky and useless, everything 


[left] Electrocutions bring in the big ratings. [above] 
Taking missions and driving around town is one of those 
ideas that sounds a lot more fun than it actually is. 


else does a terrific job of helping you get 
your sims from your residential areas to 
their places of work and play. In addition to 
new mass transit types, there are now one- 
way streets (which are as annoying to plan 
out as they are to actually use in the “real 
world”) and double-wide avenues for those 
particularly congested parts of towns. (Once 
again, the reality of traffic eventually sets in, 
that if you build it, they will come... and in 
greater quantities than you planned for.) 

The biggest problem with SimCity 4 is 
how its improved realism sort of zapped 
the fun out of city creation. It also doesn’t 
give enough meaningful feedback about 
why things stagnate. There are more tutori- 
als now—one specifically targets growing a 
arger city—but it's still awfully hard to grow 
a city (making money, on the other hand, is 
often easy if you know how to properly 
manage the services). The advisors still 
don't provide enough meaningful advice, 
and a new ability to talk to any sim to get 
their impressions of what's what isn't par- 
ticularly helpful either. 

SimCity 4 still feels overly restricted by 
"realism," making it less of an entertain- 
ment product than a lesson in city man- 
agement. It's hard to entirely give up on 
the series, because creating an enormous 
and aesthetically appealing city feels like 
this amazing accomplishment and SimCity 
4 delivers a thoroughly rewarding visual 
payoff. Rush Hour makes it a better game, 
but it’s still missing something that past 
editions delivered, the feeling you could 
create whatever you wanted. 

—Steve Bauman 

DEVELOPER Maxis * PUBLISHER Electronic 

Arts * ESRB Everyone 
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Nosferatu has a good selection of weapons. 
The flintlock pistol is essentially the shotgun 
or rocket launcher. One hit and they’re dead. 


Nosferatu: The 
Wrath of Malachi 


Atmospheric horror 
ххх» 


IT'S NOT EASY to pull off horror in a com- 
puter game, but Nosferatu: The Wrath of 
Malachi does it as well as any game cur- 
rently available. A first-person action game 
with some terrific atmosphere, most of its 
chills are of the “gotcha” variety—monsters 
dropping from ceilings or exploding from 
below ground are a crowd favorite. While 
it's a bit unpolished and repetitive, and 
resorts to action when tension might be 
better generated through inaction, it still 
manages to impress. 

With a very retro look and feel, the 
greatest strength of Nosferatu is its setting. 
You're attending a wedding at a remote 
castle, and wouldn't you know, all of your. 
family members are being held hostage by 
some nasty vampires, and the clock is (lit- 
erally) ticking. If you don't rescue them 
within a certain amount of time, they will 
be killed. If you do manage to get them out 
alive, they'll give you items to help you on 
the rest of your journey. 

The game gets off to a rough start. The 
lack of polish in the 3D engine is some- 
what compensated for by interesting, if 
derivative, art direction. Much like the Xbox 
and PC versions of Silent Hill 2, a filter over 
the entire screen gives the game a strange, 
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gritty, and slightly out-of-focus feel. There 
are locked doors keeping you out of cer- 
tain areas of the castle, and you spend a 
lot of early time wandering around trying to 
figure out what to do. Chances are, you'll 
hit the time limit and lose some relatives 
before the game really gets going; starting 
over, once you know the quickest path to 
each relative, is your best option. 

Having players replay levels is, in theory, 
designed into the game. It randomizes the 
layout of the castles each time you start a 
new game. It's an interesting gimmick, as it 
encourages replays, but because the com- 
bat and exploration isn't really all that 
interesting, it's somewhat wasted. You 
spend an inordinate amount of time back- 
tracking through repetitive and dull areas. 

The combat itself could have been better 
as well. Some bad guys can only be killed 
with certain weapons; for example, you 
can't shoot a vampire, you need to stake 
them, or give them a holy water bath. But 
there’s almost too much predictable action, 
breaking the tension it’s able to generate 
at the start. You walk into a room, wait for 
the guys to attack, rinse, lather, repeat. 
(You also spend too much time protecting 
family members while you escort them out 
of the castle.) Had there been fewer, more 
detailed encounters, or just more walking 
around ominous environments with creepy 
ambient noises playing in the background, 
it might have been able to maintain its ten- 
Sion throughout. (The music doesn't help. 
Despite being well produced, it telegraphs 
the action.) 

Nosferatu has some good ideas, and the 
developers have a good feel for atmosphere. 
With a bit more polish and some minor 
design changes to add variety and alter the 


pace, it could easily enter the upper echelon 
of PC horror games currently occupied by 
games like A/one in the Dark and Clive 
Barker's Undying. —Steve Bauman 

DEVELOPER Idol FX * PUBLISHER iGames * 
ESRB Mature 


Eric Young's 
Squad Assault: 
Westfront 


Perfecting the mediocre 
ጽን 


FOR THE BETTER part of a decade, Eric 
Young has been trying to perfect the 
squad-based, morale-oriented real-time 
World War || tactical wargame. The fact 
that the game's title includes the design- 
er's name demonstrates how personal this 
quest has become. Young's previous 
attempt, G/ Combat, was crippled by tech- 
nical problems and bad interface decisions, 
and Squad Assault fails to incorporate any 
lessons they may have learned from that. 
While Young has fixed some of the most 
egregious issues in the previous game, and 
has included a few new aids (like a cus- 
tomizable auto-pause), the 3D presentation 
constantly makes you wish that you could 
see more of the battlefield, and the other- 
wise useful camera zooms are crippled by 
battlefield symbology that degenerates into 
uselessness with distance. As if in tacit 
acknowledgment of these issues, the game 
includes a 2D overhead view for giving 
orders, but the awful implementation (small 
size, oversized icons that obscure each 
other, order paths that don't line up with 
the pointer) makes you feel that the design 
is deliberately going backward. 
It's a shame that so much time needs to 
be spent discussing these issues, because 
they obscure the fact that the fundamental 
design fails completely to do what the 
Close Combat series did so well, which was 
to combine strategy with the personal ele- 
ment of war. The 3D graphics are wasted 
because you'll never want to be zoomed in 
that close. Because the presentation 
detaches you from your units, the cam- 
paign game fails to build any connection 
with the troops, even though they're under 


Violence 
Blood and Gore 


me Studios logo are 
n is a trademark of the Inte 


Join the battle. Live the epic adventure yourself. Unlock the secrets of Halo to save 
mankind from the ruthless Covenant swarms, Take the fight online in customizable 
head-to-head multiplayer competitions against up to 15 rival Master Chiefs. Break 

open a redesigned arsenal complete with the wicked new fuel rod gun. Then go 


mobile in the redeveloped Rocket Warthog and Banshee. This is Halo evolved. 


= 


[clockwise from above] There are some neat 


things in the game. Tanks are neat, for instance; 
This is potentially the most useful zoom. Too bad 


you can’t see anything. SQUAD ASSAULT: NO 
MAN"S LAND: Don't fire until you see the 
whites of their eyes! 


your command through what seems like an 
unending series of linked scenarios. When 
you're constantly using your mortars to win 
games but can’t remember your mortar- 
man's name and don't care about his 
attributes or experience, it's clear the 
game's hook is misplaced. This design alley 
is a dead end. —Bruce Geryk 

DEVELOPER Freedom Games * PUBLISHER 
Matrix Games * ESRB Teen 


No Man's Land 


Fuego! 


NO MAN'S LAND clearly fits the definition 
of real-time strategy game. It features vil- 
lagers that mine, farm, chop and build. It 
has a multitude of nicely rendered historical 
structures. It contains units of varying use- 
fulness with both ranged and melee attacks. 
Most importantly, the units spout catchy 
one-liners when ordered around. It's the 
Age of Revolution without the Ensemble. 

It's generic almost to a fault when it 
comes to gameplay but a few cool addi- 
tions manage to set it apart. A nifty railroad 
building winning condition has you and 
your opponents connecting two sides of the 


82 COMPUTER GAMES | 01.2004 


map with rails for the iron horse. This cre- 

ates a back and forth struggle to both build 
and destroy. There are mercenaries you hire 
to take out elite units for a price and count- 


er upgrades that hinder your opposite num- 
ber's progress. These few gameplay addi- 
tions, and some superb looking naval com- 
bat, are enough to satisfy the need for 
something new. The game's remaining mer- 
its make it far more compelling than it 
seems it ought to be upon first glance. 

There's some great voice acting in No 
Man's Land. Whether you're listening to the 
banter in the well-presented in-game 
cutscenes or just enjoying the cries of bat- 
tle, the strength of the audio is undeniable. 
Booming sound effects add punch to the 
proceedings as cannon balls blast plumes 
of dirt and smoke into the sky. 

The setting brings everything together, 
though. Most games don't let you recruit 
outlaws and gunslingers at the Saloon to 
take on a pack of angry Woodland Indians. 
Possibly due to its European developer, 
there's no sappy mucking with history here. 
The white man and the Indian don't get 
along. The Spanish hate the British. There's 
a great primal vibe that somehow makes 


you enjoy every minute the six sides spend 
at each other's throats. —David J. Long 

DEVELOPER Related Designs * PUBLISHER 
CDV * ESRB Teen 


Myst Trilogy 
Mark the release of Uru: Ages Beyond 
Myst with a trip into the past. Myst 
Trilogy packs all of the previous releas- 
es in the groundbreaking series —Myst, 
Riven, and Myst III: Exile—into one 
handy box that sells for under $20. The 
version of the original game included 
here is Myst Masterpiece, a remas- 
tered edition with digital sound and 
24-bit graphics. [Ubi Soft/2003] 


From Ensemble Studios, 
the creators of Age of Empires: 


(сети a trademark of 
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‘new chapter in A new danger emerges 
Age of Mythology — The Titans is your next great conquest. Utilize to lift the Atlanteans to supremacy. Harness and wield the force 
the enormous Titans, promote units to heroes, and reuse god оѓто new mythological units so that the sun may never set on the 


powers to lead the Atlanteans to global domination. Embark on а Atlantis empire. The battle for heaven and earth continues. 
brand new single-player campaign and call on 12 new god powers 
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www.ageofmythology.com 


Starsky & Hutch 


Because blowing stuff up is fun 
ЖЖЖ 


ONE OF THE most iconic images from ‘70s 
television is a car, a red 1976 Ford Gran 
Torino with a white stripe (the “Striped 
Tomato” as it was often called). As driven 
by David Starsky in the seminally violent 
Starsky & Hutch, this otherwise mundane 
car became famous—there’s even а web- 
site devoted to people who make their cars 
look like it (starskytorino.com). And now 
there's a Starsky & Hutch game that also 
puts the car front and center. It's a driving 
and shooting game that lifts bits from 
Grand Theft Auto and Virtua Cop. For many 
reasons, it shouldn't work—it’s easy, it's 
simple, it's stupid—but it has a little... 
something that makes it wickedly fun in 
short bursts and for enough hours to justi- 
fy its budget price tag. 

Though there are free drive modes, with 
mini-games that are unlocked, the core of 
the game is its mission-based story mode. 
The game cleverly splits them up by 
"Episodes" Set up with cool-looking drawn 
cutscenes, and voiced by none other than 
Huggy Bear himself, Antonio Fargas, each is 
a variation of the same theme: you drive 
around a city shooting stuff. You drive with 
the keyboard and aim with the mouse (which 
makes it playable co-op with two very close 
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friends at the same machine). Instead of 
scoring points, you need to keep your 
"Ratings" up by avoiding pedestrians and 
civilian traffic, and performing cool jumps. 
Throughout the missions, you're regaled by 
repetitive speech from actors impersonating 
the original Starsky & Hutch leads. 

With good physics, respectable graphics, 
an interesting city to explore, and lots of 
stuff to shoot, Starsky & Hutch is way better 
than it should be. It's comically over-the-top. 
Though it lacks the grittiness that made the 
TV show shocking in its day, it retains its 
general goofiness. And sometimes you just 
want to blow stuff up.—Steve Bauman 

DEVELOPER Мта 5 Eye Productions * 
PUBLISHER Empire Interactive/Gotham 
Games * ESRB Teen 


IndyCar Series 


Flat out 
xxx 


IN THE INDY Racing League, photo finis- 
es are common, drivers race wheel-to- 
wheel, and disaster is just a twitch of the 
hands away. That feeling of racing on the 
edge is superbly conveyed in /ndyCar 
Series but it also leaves you frustrated due 
to the sheer number of incidents you 
cause while playing. 

This is a competent racing game that 


| [upper left] Triggering “Special Events" gets 


nice slow-mo replays and extra ratings. [above] | 
Now that’s the Starsky we all remember, beat- 
ing up bad guys. ç 


doubles as a simulation, though it's best 
not to take the simulation part too serious- 
ly. The Al adjusts well to shaky human 
players, and twitchy driving that allows you 
to make some mistakes until you can be 
smooth on all the tracks. The Al has to be 
good because close racing requires very 
good awareness of where the other cars 
are around you. Even with the solid Al, the 
combination of a lack of peripheral vision 
and of rear-view mirrors on the in-car view 
has you bumping into other cars with no 
warning and regular frequency. 

All the IRL’s venues are decently repro- 
duced, though some circuits don’t seem to 
have quite the right dimensions. There are 
a lot of other details that make up for that 
shortcoming, such as the elevation 
changes at Nazareth, and the bumps at 
Texas that can actually torque a force feed- 
back steering wheel if your car bottoms 
out too hard. Expect to spend time in the 
garage to win races, but know that the 
interface for car setup isn’t optimized for 
the PC version, making it unwieldy to 
spend the needed time tweaking the car. 

The game has some horrible music you 
must turn off immediately upon reaching 
the title screen. There is no multiplayer, 
and that's a big bummer as these cars 
and the ovals they race on are well-suit- 
ed to online play. If you know what the 
IRL is about then this game is entertain- 
ing, but it's not the definitive IndyCar 
simulation it seems to want to be. 

— David J. Long 

DEVELOPER Brain In A Jar * PUBLISHER 

Codemasters * ESRB Everyone 


Aquanox 2: 
Revelation 


Back into the briny depths 


RETURN WITH US now to the murky, 
seedy depths of the future, where 
mankind is forced to live under the ocean, 
and pirating is a way of life. Aquanox, the 
sequel to the criminally under-rated 
Archimedean Dynasty, came and went 
without much notice, and featured incred- 
ibly dumbed-down controls over the Wing 
Commander-type simulation gameplay of 
the original. On the other hand, it was a 
fast, fun, and gorgeous undersea shooter, 
and now, it has a sequel in the form of 
Aquanox 2: Revelation. 

Using an updated 3D engine, but other- 
wise the same controls and gameplay as 
Aquanox, Revelation tells the tale of an 


absurdly naive lad named Drake, who is 
off to see the watery world after the last 
of his kinfolk die. Unfortunately, his 
freighter is almost instantly hijacked by a 
nefarious, if not too naughty, group of 
smugglers. The gameplay is basically 
identical to the first game, which means 
that you face some incredible odds in a 
variety of armed submarines to complete 
the entirely too linear missions. 

Add to that the lack of an in-game save 
option, and way too many annoying 
babysitting missions, and there are some 
fundamental flaws here. On the particularly 
tough levels (of which there are many), 
failure means having to sit through the 
same plot twists and dialogue sequences 
repeatedly. The action is still highly distinc- 
tive fun, though, and for those in search of 
a challenge, Aquanox 2 definitely comes 
through. It's also drop-dead gorgeous. 
Beautifully contoured ocean bottoms, phe- 
nomenal water and lighting effects, and 
even great-looking buildings all make the 
game a visual wonder. 

With over fifty missions, there's plenty of 
gameplay to be had under the sea, and 
since there aren't many sci-fi combat sims 
around lately, Aquanox 2: Revelation is in a 
gloomy ocean all its own. —Jason DAprile 

DEVELOPER Massive Development * 
PUBLISHER JoWood * RATING Mature 


MAJESTIC CHESS Sierra/Everyone kk x x 
Did you know that Naiditch, the Latvian- 
born Grandmaster, shocked the giant-killer 
Radjabov in 48 moves with white pieces 
from a Sicilian defence, Paulsen variation, 
in the fourth round of the Sparkassen 
chess classic? If you did, then Majestic 
Chess is not for you. It is, however, perfect 
for beginner to novice chess players since 
it candy-coats the ancient game with plen- 
ty of vivid 3D graphics, and a built-in 
adventure game. It's extremely versatile, 
with multiple opponents at multiple levels, 
or you can build your own opponent. The 
Adventure mode intermixes tutorials with 
quizzes and puzzles (that are a bit too 
unforgiving), which prepare the neophyte 
for what's ahead. There is also a fairly 
sophisticated multiplayer mode that uses 
Fischer-only time controls, and allows for 
chat and spectators. So if you want to learn 
chess or improve a middle-of-the-road 
game, Majestic Chess provides lots of eye- 
candy and worthy opponents. -Cindy Yans 


COLD ZERO: NO MERCY Encore/Mature ** 

If Cold Zero was a movie, it would star the 
likes of Michael Madsen or Treat Williams, 
air at midnight on Action Cinemax, and 
feature a nonsensical plot about a former 
LAPD sniper turned private detective who 
ends up having to work for the mob and 
taking part in a series of loosely connected 


Aquanox 2 provides some stunning, if somewhat 
gloomy, underwater action; [below] The circuits 
in IndyCar Series closely resemble their real- 
world counterparts. 


missions that eventually tie together as 
part of a more fiendish plot. And that, in a 
nutshell, is Cold Zero. Its interface is basic 
but does the job but the AI is non-existent, 
the puzzles are needlessly complex, and 
the awkward free-floating camera bogs 
down the 3D isometric perspective. At 
times you can't even see your opponents, 
while strategy plays almost no role in a 
game that should be built around stealth 
and cunning. So if you want a mindless 
real-time action game with lots of 
shootouts, it's the next best thing to 
watching Treat Williams in "The Substitute 
8: After School Special Forces.” 

—Peter Suciu 
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ind.the Pop Тор logo ) are trademarks of Pop Top Software, Inc. Gathering , the Gathering logo, Take-Two Interactive 
‘Software, Inc. All rights reserved. All other trademarks and copyrights are properties of thei jective owners. Made in the USA. 


Create and run the ultimate railroad empire. Amass your 
fortune and recreate railroad history. Build your own rail 
line in Sandbox mode or bankrupt your friends in Multiplayer. 
Make money the old fashion way... Take it from 
somebody else! 


SOFTWARE EEE 


Visit www.esrb.org or 2; 
call 1-800-771-3772 
for Rating Information. 


Sinful 


Voodoo PC's aptly named "Envy" is a seriously fast laptop, at a serious price 
XK à 
BY STEVE BAUMAN 


NOW THIS IS a laptop. Forget those compromises for perform- 
ance, or for power. You get the best of everything with Voodoo 
PC's “Envy” line of laptops, the M:855 model specifically. This 
beautiful blue box with a car-like finish and an understated 
Vooodo PC tribal logo is a serious performer. It's also relatively 
quiet, and it puts most desktop machines to shame. It's also 
pricey, at just over $3600. But you get what you pay for. 

Looking over the specs, this is not your average laptop. The test 
machine is powered by an AMD Athlon 64 3200-- 
chip, features 1GB of DDR RAM, and it has an 
all-new ATI Mobility 9600 graphics chip with 
64MB of DDR RAM. Aside from the video, 
this is as powerful as most high-end 
desktop systems. Its 15-inch screen, 
with a native resolution of 
1400x1050, is superb, scaling 
quite well to regular game resolu- 
tions of 1024x768. It's audio is unexcep- 
tional, as are its speakers, at least in comparison 
to those found in high-end Toshibas, for example. 

As you might expect, this is a fairly heavy laptop that runs hot 
and consumes a lot of power. At over eight pounds for the 
machine itself, and with an enormous power brick that itself 


AMD Athlon 64 Mobile 3200+; 1GB of RAM; ATI Mobility Radeon 9600; 60GB 7200 RPM. 
hard drive; 2X DVD RW/16X CD-RW; 15-inch SXGA display; C-Media 3D audio; Ethernet; 
802.G wireless; Smart card reader; 4 USB 2.0, 1 Firewire port; 8 pounds; 13"(W) X 11"(D) X 
1.7"(Н); comes with carrying backpack; Windows XP Professional 
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weighs in at nearly 
three pounds, this is 
only portable for Conan 
The Road Warrior, not 
the average traveler. But 
it's positioned more as a 
"desktop replacement" 
than a typical laptop; 
besides, putting this 


1024 x 768 
1320 


1400 x 1050 


3D Mark 2003 1691 


Unreal Tourn. 2003 _ 40 40 
Halo N/A N/A 
Comanche 4 32 48* 


The tests run at 1024x768 were done with 4X anti-aliasing 
and 8X anisotropic filtering. The higher-resolution is the 
monitor's native resolution and was tested without AA or 
AF. ‘Comanche 4 does not support that resolution, so it 
was tested at 1280 x 1024. Halo was not tested because 
ATI's laptop chipset drivers were wonky with the game. 


thing in your lap is a good way to get a 
cooked crotch. 
Despite its power and the heat it generates, it 
has surprisingly good battery life. It managed to run 
the demo mode of 3D Mark 2003 for just over two 
hours on battery before it finally shut down; in “real- 
world” use, it can handle an entire DVD movie easily, and 
you can see nearly three hours using normal non-gaming applica- 
tions, which puts it surprisingly close to the Centrino-based laptops. 

There are multiple hard drive options for this model, including a 
larger, slower one, but this one came equipped with a 7200RPM 
60GB one. It's the fastest laptop hard drive out there, and nearly 
the equivalent in performance to desktop models. 

The Envy M:855 makes almost no concessions to performance 
versus a desktop PC, and is one of the few to deserve that “desk- 
top replacement” moniker. Since value is in the pocketbook of the 
beholder, the one thing you can say about this machine is that it’s 
the top object of lust for any gamer-on-the-go types. 

MANUFACTURER Voodoo PC * MSRP $3618 (as tested) 


NOSTROMO SPEEDPAD N52 

Belkin/S49.95 kkk 

This fine device tries to answer a question 
few are actually asking: "What's a bet- 
ter controller than the keyboard for 
first-person shooters?" Belkin's 

answer is a USB device that repli- 


cates half of a keyboard, has a spot for ЕТЕ 

your palm to rest, and includes a scroll wheel usable by your 
index finger and a D-pad for your thumb. Aside from keys that 
are a little too small, it's not a bad controller, or a bad idea, 
just somewhat unnecessary. The layout of a keyboard is prac- 
tically hardwired into your brain—who wants to relearn the 
WASD layout? —SB 
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Frag-tastic 


For Falcon's FragBox Pro, 
smaller is better 
ЖЖЖЖ 


ИШ Gamer Extreme 
: TYPE 


tele Pentium® 4 - 3.2 GHz Processor 
28 00МН2 FSB, Hyper-Threading Technology 
711616 Desktop D875PBZ Motherboard 
seForce™ FX5900 Ultra 256МВ 
“Xtreme Speed PC3500 Memory 
* Vision Full Tower Case w/Window 
^ * Enermax 460 Watt Whisper Power Supply 
e» * Zalman Performance CPU Cooling 
S * Western Digital® 7,200 rpm, 8MB Buffer HDD 


THERE ARE THREE major trends in bou- 

tique PCs in the last couple of years; the 

move to wilder and wilder cases, attempts 

to quiet down the fan-filled performance 

PCs, and the ever-shrinking case. Popularized by systems >` መቅ 

from Shuttle, the small form-factor PC is perhaps the most interest- = @, 
% 


ing of the bunch because it's both an engineering and aesthetic challenge, Фу SS «Pioneer DVR-106 DVD-R/W Optical Drive 
with PCs requiring more power and cooling while at the same time wanting Ë + Lite-On 52x24x52x CDRW Optical Drive 
systems that are portable for LAN parties. EEE АШ Sound Card 
Falcon Northwest entered into the midget market with its FragBox series of systems. A + Logitech® Keyboard and Optical Mouse 
lower-end model is available, but the Pro version is a terrific performer, with lots of RAM, + Microsoft® Windows® XP Home Edition 
high-end video, and a fast (though not fastest) Pentium 4. At under 15 pounds, and with a * Meticulously Hand Assembled 
ners 25 ን ~ 4 5 * 12-Month Subscription to Computer Games 
built-in handle, it's quite portable, particularly if paired with an LCD. (Falcon sells the excel- Magazine 
lent 15-inch NEC 1560NX.) * 1 Year 24/7 Technical Support and On-Site 
here are a few concessions with a PC of this size. There is limited configurability; for Support 
example, you couldn't fit one of the double-wide GeForceFX cards in this thing if you wanted, Extreme Gamin g 
as the videocard is pressed right up against the clear side of the case. (In fact, space is so starting at $1 325 
tight that the included Radeon 9800 is actually touching the chipset fan.) There's one open d 
PCI slot, but working on the thing requires you to either be a contortionist or have the tiniest | — а 
hands imaginable. 


Since these types of machines typically sit on your desk rather than the floor, noise is 
more of an issue. Despite having multiple fans in the case, it's relatively quiet, even when it's 
really being thrashed by a game or benchmark utility. While it does get warm under use, it 
didn't show any thermal problems after running 3D Mark 2003 for over 24 hours straight. 

Unlike earlier iterations of these types of machines, there are no performance concessions. 
This is a fast PC, one that's the equal of a similarly configured full desktop system. Its hard 
drive is very fast, besting most models of similar size in tests run with SiSoft Sandra, and its 
gaming performance is equally impressive. As usual with systems from Falcon, the Windows 
install is stripped bare of all of the crud you usually uninstall from your Dells and Gateways 
(the AOLs of the world). It also includes a real Windows XP Home CD, which is rare nowa- 
ays. (It doesn't come with Office, however.) 

In addition to being a good performer, it's really good 
looking, as Falcon uses a sharp-looking clear plastic case 


| 30 Магк 2003 2766 with chrome rivets. (It looks a lot like an iMac, which when 
| Unreal Tourn. 2003 58 | you consider the average hardcore PC gamer's opinion of 
Seomancheys 52 | Apple is probably ironic.) Both side panels are clear, and 
| Halo* 55 there is subtle blue lighting inside the case. It has two 
| | USB, two Firewire, and all of the audio ports in the front, 
| All tests were performed at 1024x768 with 4X || plus another batch in the back. It looks really cool. 
шешшш Merny enabled | Overall, the FragBox Pro is superb little machine. It 
on its optional (and extra cost) 15-inch NEC ዝ ў 3 4 
1560NX LCD. The Unreal test used the Antalus makes fewer concessions due to its size than you might 
| botmatch replay. ‘Halo tested without AA | think, and it's really good looking. For anyone tight on " 
| because it's not supported in the дате. | space or who travels to LAN parties and doesn't want to VIHON. Performance Systems 
=———- deal with lugging around a full desktop PC, it's a terrific [ Custom Engineered and Built PCs ] 


— choice. Sometimes 


THE | smaller is better. -58 


| MANUFACTURER cer FREE * гнррмс инем vov ORDER THIS 
2.8GHz Pentium 4 with Hyper-Threading; Intel i865 Chipset; 120 GB Hard Drive, 7200 RPM, | + SYSTEM ONLNE 


8MB cache; 1GB DDR 400 RAM; ATI Radeon 9800PRO 128MB; Six-channel sound; DVD+/- | Falcon Northwest + www.bycVISION.com 
RW/CD-RW, 4 USB 2.0 ports, 3 Firewire ports, 10/100 Ethernet, Windows XP Home (Full CD) | MSRP 57795 OR 


ORDER TOLL FREE 800.326.9994 
Building, Your Computer LLC 


In the Stars 


Tapwave’s Zodiac is the PDA 
of choice for gamers 
ЖЖЖЖ 


BY STEVE BAUMAN 


IT'S HARD TO say how many gamers out there own a PalmOS 
machine, or a PocketPC. They're incredibly useful for people 
who need to carry around a lot of contacts, and each platform 
has a share of old-school games, mostly of the puzzle variety. 
But until Tapwave announced its Zodiac PDA, no one’s tried to 
make a more game-focused device for this market. Now that it's 
here, it raises the bar for PDA gaming. 
But the Zodiac isn't a replacement for the GameBoy 
Advance. It's a superb, high-end Palm OS PDA that just hap- 
pens to be optimized to play games. Running PalmOS 5.2 on a 
Motorola ARMS processor, it has a terrific 320x480 screen that 
works in both landscape and portrait mode. It has Bluetooth for 
wireless connectivity and dual Smart Digital slots. For gamers, 
it's powered by an ATI Imageon graphics chip and features 
rumble effects. Unlike a normal Palm, it has an analog stick, 


questions&answers 


Welcome to this month's Q&A, where we try to offer 
answers to the gaming world's most pressing hardware 
questions. Keep sending those questions and requests 
for hot and sweaty pictures of joysticks, mouse pads, 
and processors to ga@cgonline.com. 


0: | purchased Logitech Z-680 speakers and ат experienc- 
ing static. | have tried moving the speakers away from 
the monitor and computer, with no change. There is static in all 
five satellites, and this is annoying coming from an expensive 
set of speakers that are supposed to be top notch. 
Chad Huntley 


It appears that significant numbers of users have this 

problem. We never detected it in our testing, though we 
were able to reproduce the problem in another room after hearing 
about this issue. Unfortunately, there is no easy resolution. It may 
be a design flaw that only impacts certain users in specific envi- 
ronments. 


ш My motherboard has a 4X AGP port. | am currently run- 
ning a Voodoo3 PCI card. | want to upgrade and need to 
know if 8X AGP cards will run in a 4X port. 
Terry 
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four (too small) buttons on the face, and 
two triggers on the top of the unit. The 3D graphics, at least on 
the included demos, aren't particularly impressive, but it's likely 
they'll get better over time. 

The Palm OS is elegantly designed, certainly more than the 
clunky PocketPC, which tries to make it mimic Windows. The 
design is sleek and professional enough that you can pull it out 
during a meeting and not be worried about it looking like a 
game device. Most importantly, it runs all PalmOS software; the 
library of titles out there is enormous. 

It's hard to say if the Zodiac will be more of a gimmick, 
another pricey gadget, or the new standard for PDAs. It's also 
pretty hard to say if it'll garner interest from gamers. Regardless, 
when judged solely as a Palm device, it's a killer product. And as 
a game machine, it shows enormous potential. 

MANUFACTURER Tapwave * MSRP $399 


Yes, 8X cards will work in a 4X AGP port, albeit at 4X 
speeds. 


" Why does my computer keep telling me the file 
"ptsnoop.exe" file is missing? What is it? 
BOSSIII716 


If anyone ever has a situation like this, the first thing to do 

is type that filename into Google. In this case, that appears 
to be a driver for a modem you may or may not have in your 
machine. 


0: I'm thinking about upgrading my computer soon, and 
since I'm a gaming newbie, could you tell me how to 
overclock a video card? You always mention it in your articles, 
but don't usually mention how to do it. 
Andy Freeburg 


Our philosophy on overclocking has always been, "If you 

have to ask how, you probably shouldn't be doing it” 
Having said that, there's a utility called Powerstrip that lets you 
do it; new ATI cards have built-in overclocking. It can freak out 
your card, though, and make your system hotter and more 
unstable. Do it at your own risk, and don't blame games if they 
start crashing. 


Introducing: 


The Quietest PC in the Gaming Industry! 


* Intel® Pentium® 4 Processor at 3.2GHz 
with HT Technology 
* 800MHz Front Side Bus 
+ Intel® 875P Chipset 
* 1024MB Dual Channel PC-3700 DDR SDRAM 
* Two 120GB Serial ATA Drives w/ RAID 0 
* 16x DVDROM Drive 
* 52X/24X/52X CD-RW Drive 
* ATI RADEON" 9800 PRO, 256MB 
* Sound Blaster? Audigy" 2,24 bit 6.1 Audio 
* Two Front and Six Rear 2.0 USB Ports 
* Microsoft? Windows? XP Professional Edition 
* One-year Toll-Free Phone Support 
* Lifetime Personalized 24/7 Online Support 


Visit 
for the latest prices and configurations. 
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Polyrhythm 


Arcadia marches to the beat of its retro drum 
BY HENRY JENKINS AND KURT SQUIRE 


If Arcadia (www.shockwave.com/sw/content/arcadia) didn't 
exist, a game theorist might have to invent it. Come to think 
of it, one did. 

When it premiered several years ago at the Indie Games 
Fest portion of the Game Developer's Conference, it pro- 
voked an excited response from media scholars, retro- 
gamers, and minimalist game designers. Produced by 
GameLab, the independent games group headed by design- 
er/theorist and co-author of the recently released MIT Press 
book, Aules of Play, by Eric Zimmerman, Arcadia allows play- 
ers to tackle four games at once, making it an exploration of 
the aesthetic and ludic consequences of multitasking. If this 
wasn't enough, the games are based on "classic" Atari-style 
games, a paean to what many people see as a golden age in 


“ it blends multiple genre games 
into one coherent experience. " 


game design, an era of experimentation, aesthetic distinc- 
tion, and eloquent gameplay. 

You can see that the folks at GameLab want us to examine 
how far we have come as a game-playing culture and to 
think about some of the core elements of game design. More 
than a thought experiment, Arcadia is a good little game. If all 
avant-garde art was this fun, you'd see people lining up out- 
side the Gugenheim with pockets full of tokens. 

Arcadia confronts players with a random selection of eight 
games: "Over Drive" (think Pole Position), "Tut-Bricks" (Tetris), 
"Scrollius" (Defender), Јитру-МеЈитр” (Рай), ^Fullclip" 
(target shooting), "ElectronicTennis" (Pong), "Rocky' Shapiro's 
Video Baseball" (Realsports Baseball), and Strathreego 
(Connect Four). Each is simplified enough to be playable in 
only one-fourth of the screen and through a single mouse 
movement and click but still feel like its ancestor. The base- 
ball and jumping games are about timing, the Tetris and 
Connect Four games are about patterns and strategy, and 
Pong still feels like, well, Pong. 

The design is crystal clear and yet still evocative. The artists 
and designers promise to take you back to 1977, and they do, 
exploiting retro chic for all its worth. The boldly colored splash 
screen could have been taken straight from a ‘70s luxury van. 
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The pixilated graphics capture the lov- 
able blockiness of Atari-era characters. 
The cap-gun sounds of the first-person 
shooter or the canned crowd cheers 
after a home run in baseball take the 
player back to the days of 4-bit gaming. 

Gamelab creates an entirely new 
play experience by mixing and match- 
ing these familiar materials. Arcadia is one part action game. 
The action constantly quickens until you lose control, captur- 
ing what Mihaly Csikszentmihalyi calls "flow," the idea that 
we are in a special state of consciousness when all of our 
senses are engaged in a problem. If you think about what you 
are doing, you quickly fail, but if you can get into the zone, 
you do better than you might otherwise imagine. 

Arcadia is another part resource-management game. The 
game ends when all lives are lost in any one game, so a chal- 
lenge becomes, "How do | divide my attention across all four 
screens to keep them going at once?" Because the final 
score is the result of multiplying all four scores, different 
strategies emerge for hanging on a few seconds longer, and 
scoring evenly in all four games can lead to big pay-offs. 

The most surprising and instructive aspect of Arcadia may 
be its play with rhythm. Arcadia strips each game down to its 
essential elements, whether it's timing, dodging, pattern 
matching, or aiming. The player starts by settling into the 
groove of each individual game. As each new game is put 
into play, layer upon layer of rhythm is added to the experi- 
ence. Here the game becomes truly polyrhythmic. 

In music, polyrhythm refers to different rhythms played 
simultaneously. In a standard rock drumbeat, you might use a 
snare, kick drum, and high hat to build a relatively unified 
beat. Polyrhythm, common in many tribal drumming forms, 
takes distinct rhythms that cannot be subdivided into match- 
ing beats, and layers them on top of one another creating 
unique sounds. 

What makes Arcadia so interesting is the way that it 
blends multiple genre games into one coherent experience. 
Lots of recent games have played around with rhythm 
explicitly, from Dance Dance Revolution to Rez and 
Frequency. In most cases, the rhythm is matched to the 
audio track. If you listen to the audio track of someone play- 
ing Arcadia, you hear something quite different—the multi- 
rhythmic patterns of play from four games, sometimes dis- 
cordant, other times creating sublime unity. 

Released as a Shockwave game, Arcadia takes the simple 
idea of playing four games at once and teaches some powerful 
lessons about the role of rhythm in game design. It wouldn't be 
surprising see these design tricks flow into more traditional 
commercial games, such as console platform games. To avoid 
stagnating, the game industry needs to find a way to sustain 
experiments that push the boundaries of the medium. € 

Henry Jenkins and Kurt Squire are a part of the Playful 
Learning Project based at MIT. More information on the pro- 
gram can be found at cms.mit.edu/games/education 
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Visit www.monarchcomputer.com 
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Monarch 4600 Pro 


* Mini Mid ATX USB - м/250 Watt Power Supply ог 
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< Intel® Pentium® 4 Processor 
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Starting @ $469 


Monarch Now offers 24/7 On-site service warranties on custom systems! 
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All brands and product names are trademarks or registered trademarks of their respective companies. 
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Going Casua 


Finding a hook for the fly-fishermen 
BY CINDY YANS 


Online subscription gaming. It's the gift that keeps on giving, 
month after month, year after year. It’s the gift we keep on 
giving, to the companies whose games have gotten under our 
skin. But, honestly, who cares about us? The real Holy-Grail- 
of-Grails that the marketing mucky-mucks are trying to snare 
is, of course, the pool of “casual gamers.’ They would be the 
folks who are just standing around waving their empty credit 
cards, wide-eyed and ripe for the picking. 

Really, though, who exactly are the ones the marketing illu- 
minati are hoping to dazzle? Is the moniker “casual gamer” 
an oxymoron? | think so. Okay, gamers are people whose 
hobby is... uh... fly-fishing, right? Well, no, duh, it goes 
without saying. So-called casual gamers, then, must first be 
gamers, in which case the “casual” part refers simply to their 
degree of dedication. That means how much time they have 


“ Some have not given up on the virtual-social- 


universe paradigm that The Sims Online tried so 
hard to sell to the would-be casual gamer." 


to devote to gaming, how much money, how much they're 
willing to lie to their girl-boy-friend-spouse-like people when 
asked, “What are you doing in there?” or “What time did you 
say you came to bed last night?” or "Why won't you watch 
Joe Millionaire with me... just once?” It's how much guilt they 
feel when their little brother/son/neighbor, Elroy/Fidel/Billy, 
peers over their shoulder during a particularly brutal session 
of Grand Theft Auto, whining, “Hey! Can | play too? 
Pleeeeeeease?” 

Online game developers have been working very hard at 
providing an experience that takes less than four hours out of 
one’s day. Some have come pretty close to achieving that 
goal. And so, as viewed by the “developer-gamer,” the “casual 
gamer's" needs have been addressed. But this is not what the 
suits mean when they talk "casual gamer" They're talking 
about what we might call the “non-gamer,” the people who 
actually do choose clog dancing, skeet shooting, shopping at 
Costco, fly-fishing (or playing 7rophy Bass, which doesn't real- 
ly count as gaming), watching reality TV, etc., instead of doing 
what any normal human being would do... like sniper-camp- 
ing in Counter-Strike, or waiting for Xygoz to drop the 
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Ykeshan Broad Axe. 

Anyway, | thought that 7he 
Sims Online would, hands 
down, have had the latter 
type of gamer exactly where it wanted them. After all, the 
“non-gamer” types were huge fans of The Sims. EA purport- 
edly tossed around $30 million into that particular basket, and 
came up sadly short. Investment analyst Michael Pachter of 
Wedbush Morgan Securities in Los Angeles believes it was 
simply the wrong game for the wrong demographic. “The 
Sims Online was flat out the wrong game,” he said in Wired 
magazine. "They took a very popular franchise that's a single- 
player game in which you play with dolls, and when you play 
with dolls, they follow rules and behave in predictable ways. 
With 7he Sims Online, you're playing real people, and real 
people don't behave the way you'd expect them to” At that 
time, EA spokesman Jeff Brown said, "The people who make 
The Sims believe that its execution isn't what it should have 
been when it was launched" That's suit-speak for, “The game 
sorta sucked," or more appropriately, perhaps, "The game just 
didn't work" 

But some have not given up on the virtual-social-universe 
aradigm that The Sims Online tried so hard—is still trying, 
actually—to sell to the would- 
be casual gamer. Linden Lab’s 
Second Life, which launced 
this past June, is still out 
there at $14.95 a month, 
$39.95 per quarter, $134.95 
per year, and $225.00 for a 
Lifetime Membership—good 
during the lifetime of whoever survives the longest, you or the 
game (my odds are on you). Another title that was 
announced very early this year enjoyed a splash in the New 
York Times, USA Today, and others. While it seemed to have 
faded away shortly thereafter, it actually went public, and 
when it resurfaced in Fall 2003, its history of mainstream 
media buzz turns out to be pretty impressive. Wired, Fortune, 
The Boston Globe, The Wall Street Journal, Time Magazine, 
and many other venues found it an interesting enough phe- 
nomenon to highlight. This virtual world is called There, and 
it's an amazingly intricate and complex society. At $9.99 a 
month, it underprices Second Life, Sims Online, and just about 
every MMO out there. When | visited There for the first time, 
within ten minutes | was dancing in an area of pool-connect- 
ed waterfalls, and someone had given me a free hoverbike— 
to keep! ОК... barf, right? To me, anyway. But ГЇЇ go back, 
simply out of incredulity. No “upredicatbly behaving” society 
can possibly be that wholesome. It might not be my activity- 
of-choice, but if they're going for the “nouveau casual 
gamer"—the suburb dweller who needs a break from General 
Hospital-who knows? Maybe The Grail is in sight. € 
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A positive side of gaming 
BY KEN LEVINE 


Professor Hill: Now one fine night they leave the pool hall 
headin’ for the dance at the Armory 
Libertine men and scarlet women and ragtime 
Shameless music that'll grab your son, your daughter 
into the arms of a jungle animal instinct—mass’steria! 
Friends, the idle brain is the devil's playground, trouble! 
From "The Music Man," by Meredith Willson 


"What you reading, kid?" 

“What,” | said, looking up from my desk. Robert Petrosini 
stood over me. Robert Petrosini punched me in the arm every 
morning of the entire seventh grade. 

"| said, what's that you're reading?" 

Frightened, I tilted the book up to him so he could see it. It 
was a hardcover collection of Justice Society of America comics. 

"Comic books?" Petrosini spat. 

| said nothing. 

“Figures a loser like you would like that nerdy crap.” 

That was, to the best of my knowledge, the last time the 
Justice Society of America put in appearance at the Cavallini 
Middle school. 


"Up to the beginning of the comic-book era there were hardly 
any serious crimes such as murder by children under twelve.... 
So we adults who permit comic books are accessories.” 

From “Seduction of the Innocent,” by Dr. Fredric Wertham 


| had one friend, sort of, a kid named Ted, who lived across 
the street. Ted and | didn't really like each other all that much, 
but we had one thing in common: no one liked us and we 
were bored. He taught me how to shoplift, and how to break 
into neighbor's houses and swipe Playboys. He started filch- 
ing beers from his dad and packs of Merits from his mom. 
We'd light them up in the woods, spitting more than we 
smoked. Kids thought we were weird. Ted started selling 
weed in high school; last | heard he's living in his parent's 
basement, doing some landscaping work. 


[Dungeons & Dragons] is based on occultic plots, images, and 
characters which players "become" as they play the game. ... 
the game has been linked to nearly fifty teenage suicides and 
homicides. Pulling's own son killed himself in 1982 after becom- 
ing deeply involved in the game... 

From "Raising PG Kids in an X-Rated Society," by Tipper Gore 
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When I came across a box at my local hobby shop on it 
with a big red dragon on the cover, | picked it up immediate- 
у. | started playing Dungeons & Dragons, impossibly, by 
myself. It didn’t work so well, but it beat stealing magazines 
rom the local Bradlees. 

Hobbies like mine were considered somewhat shameful 
and kept secret. Kids in my school didn't play videogames. 
hey didn't read comic books. And they sure as hell didn't 
play Dungeons & Dragons. 

On the school bus home from one day in my freshman 
year of high school, | overheard a kid say the word "Umber 
Hulk" | worked up the courage to talk to him and his friend. 
urns out they played D&D. Turns out they didn't have a lot of 
riends either, but the ones they had were getting together on 
Saturday to tackle the Village of Hommlet. | was invited. 

| quickly became friends with the D&D crowd. One of them 
remains my best friend today. We didn't smoke, we didn't 
steal, and we didn't drive drunk. Instead, we ate Doritos and 
entered the Vault of the Drow. Some of the guys had comput- 
ers, and we started playing Wizardry, The Bard's Tale, and 
Ultima. Soon, gaming became less of the reason to get 
together than the excuse, and suddenly | had a community. 

Today, | spend all my time with guys like this. They're my 
friends, co-workers, and colleagues. And a lot of them have 
the same story. 


"The player has a choice. Does he want to urinate on the victim 
or not? Does he want to shoot them or not? Does he want to 
take a shovel and decapitate them or not?" 

Mary Lou Dickerson, Washington State Representative on Grand Theft Auto III 


Sometimes when I'm on Internet fan sites for our Freedom 
Force game, | can't figure out what the hell the fans are talk- 
ing about. They've created a world larger and far more impor- 
tant than the game itself. 

| bet some of these kids look a lot like me at that age. 
Maybe some of them sit alone at lunch, and are the last to 
picked during gym. When I hear "experts " decry the various 
things that endanger children, they always seem to forget 
about loneliness and isolation. There may be perils in gaming, 
in Dungeons and Dragons, on the Internet or, hell, even in 
pool halls. Honestly, | don't know if there's danger. But | do 
know there is community, and | could have used a little of 
that when | was twelve. © 

Ken Levine is the General Manager and Creative Director of 
Irrational Games. 
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With the new SimCity™ 4 Rush Hour Expansion Раск“ your city is on the move. Get your 
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= charge of vehicles en route to destinations or disasters, and take to the streets to control 
your city at a new level. Put Sims on the move in zeppelins, helicopters, ferries, and new cars. Unlock more vehicle 
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city to another. Add popular structures such as historic rail stations or classic Americana road marks. Go global and 
create your city based on a modern European building set. Make your final mark as mayor and personalize your 
cities by choosing street names, mountains, neighborhoods, and points of interest. In SimCity 4 Rush Hour, put your 


foot on the gas and get your Sims on the go! 
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3 Conflict 
j Take2 


j Korea: Forgotten Conflict is 
similar in style to the 'Commandos' series where the 
player takes on the role of leader of a small group of 
military specialists. Set in Korea during the conflict 
between North and South Korea, the game offers an 
authentic setting from the period - along with all its 
nuances. Diversity in locations - such as enemy 
bases, airfields, railway stations, factory facilities, 
Prisoner of War camps, as well as harbours, histori- 
cal palaces and monasteries - bring each detailed 
scenario to life. 
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ዬ The world's naval powers are 
- | now at your command! 
Features: Detailed Order of Battle with over 1000 
ships, subs and aircraft from 14 nations. A highly 
detailed map of the Northern European region, created 
from satellite imagery. Customizable map display with 
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overlays including weapons, sensor and fuel ranges, 
as well as bathymetric, weather, cloud cover, threat 
zone and satellite data. A detailed, tactical 3D environ- 
ment where players can view critical events. An exten- 
sive database of units, weapons, and sensors, The 
open-architecture database allows advanced players to 
create their own ships, aircraft and vehicles. 


strip of New England beach. The near-fatal impact 
of a bullet has left your head pounding, and your 
memory erased. What's more, the number "XIII" has 


been mysteriously tattooed on your chest, while 
your pocket holds a key to a New York City bank 
box. Head swimming in amnesia, you struggle to 
your feet only to encounter more assailants intent 
on finishing the job. To your shock, you handle the 
hitmen with the killing skills of a professional - 
before heading to the bank in search of any shred 
of information about your lost identity and your 
involvement in the President's murder. 


what's new 


Age of Mythology: The Titans Exp PC 534.95 
1914 The Great War PC $44.95 
C&C Generals: Zero Hour PC $29.95 
UFO Aftermath $39.95 


Greyhawk: The Temple of Elem Evil PC $48.95 


The Sims Double Deluxe PC $44.95 
WarCraft III Battle Chest PC $44.95 
Medal of Honor Team Assault PC $19.95 
hot titles 

Halo PC $48.95 
Doom 11 CD $48.95 


World of WarCraft Multiplayer Online PC $49.95 


Warlords IV: Heroes of Etheria PC $39.95 
Half-Life 2 PC 44.95 
All Amer: 82nd Airborne Normandy/Seq $44.95 
Lock On: Modern Air Combat PC $39.95 
Half-Life CS: Condition Zero PC 39.95 


coming soon 


Cypher - Sequel to Traitors Gate PC 29.95 
Schizm 2: Myster Journey || Cham PC $29.95 
Combat Flight Sim 3 Add-On PC 29.95 
Squad Assault Add-On: BOB PC 29.95 
Kohan: Kings of War PC $39.95 


Lords of EverQuest PC $48.95 
Dark Age of Camelot: Trials of Atl PC $34.95 
Max Payne 2 PC $48.95 


bargain bin 


Homeworld PC $9.95 
Crimson Skies PC $9.95 
Broken Sword 1: Shad of the Templar PC $9.95 


Panzer General 2 W95 CD $9.95 
Giants: Citizen Kabuto PC $9.95 
Pharaoh PC $9.95 
Cutthroats: Terror on the High Seas PC $9.95 
Requiem: Avenging Angel PC $9.95 


SPECIAL BONUS: Now your paid order will include a 12-issue subscription to Computer Games Magazine. Hurry, this offer may change at any time. 
PO Box 234% Dept. 11410 * 2520 VT Rte. 100N е Rochester, VT 05767 * INT'L 802.767.3033 * FAX 802.767.3382 * US 800.699.GAME (4263) 
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out of the box 


Headcrab 
Hijinks 


What is going on with the 
development of Half-Life 2? 


BY BRETT TODD 


Accidents seem to go hand-in-hand with Half-Life 2. 
Developer Valve may have brought smiles to the faces of 
Gordon Freeman lovers last spring by suddenly announcing 
that production of the sequel was well under way, but since 
that time, things haven't gone as planned. Unexplained delays 
caused the initial September 30 shipping date to be moved 
out to a later date (Vivendi Universal Games says November 
27, Valve offers no new date). And then the theft of a third of 
the game's source code from the Valve network forced its 
publisher to push the release all the way to April 2004. (Just to 
add to the confusion, Valve was keeping mum at press 

time, not confirming or denying the postponement.) 


ease dates already carry 
little credibility with gamers ...” 


|: 


At this point, | wonder if the original release date was more 
ruse than reality. Although Valve actually made the announce- 
ment, and even invited the media to check out its nifty new 
game engine without even telling its publisher, Vivendi 
Universal was trying to unload its games division (it has since 
been pulled off the market, as a result of a merger deal with 
broadcast giant NBC) when Half-Life 2 made its surprise 
appearance on the release schedule in April. Trumpeting the 
imminent arrival of a follow-up to one of the biggest hits in PC 
game history could only have boosted the asking price, if the 
independent-minded folks at Valve were playing along. 

Setting such a close release date certainly made the game 
seem more imminent than the nebulous "When it's done!" 
These days, that phrase goes together with big game 
announcements like macaroni goes with cheese. Seeing as 
this has become code for "Don't hold your breath,” it wouldn't 
be a surprise if a publisher decided to play fast and loose 
with the facts and announce a release date that's impossible 
to meet. What would there be to lose? Release dates already 
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carry little credibility with gamers still smarting over 3D 
Realms' Prey and Duke Nukem Forever. Calliope music should 
play in the background whenever 3D Realms boss George 
Broussard opens his mouth. 

And Valve certainly isn't losing anything with these Ha/f- 
Life 2 delays. If anything, the company is benefiting from such 
problems. Even while VU Games bemoans the server hack, its 
biggest property remains in the public eye despite its offering 
nothing more concrete about the game's existence than 
interviews with Valve CEO Gabe Newell and a couple of tech- 
nical demos. Those morsels whetted the appetites of hard- 
core headcrab buffs, but that was last summer and they've 
already vanished from the radar. Now the controversy has 
gotten people talking again while the leaves fall, despite 
Valve's deployment of the Cone of Silence regarding progress 
on the game. 

Free publicity isn't the only thing that Valve is gaining here, 
either. The original Half-Life became a monster smash because 
of the way it went over with modders. Thousands of skins, 
mods, and total conversions have been produced by fans. 
Multiplayer sensations like Counter-Strike, Day of Defeat, and 
Natural Selection were all homebrewed. These free fan creations 
seem to be immune to the march of time, as they're still coming 
out even though the game just celebrated its sixth birthday. If 
not for the recent explosion in Battlefield 1942 
mods, Half-Life would still be king of the hill. 

Valve is, of course, well aware of this and wants 
to make sure that mod production doesn't skip a 
beat when the sequel hits shelves. To that end, it 
wouldn't be a bad thing if the mod community 
became somewhat familiar with the new program 
before it reached the public. This makes the theft 
of the source code and its subsequent posting online less dam- 
aging. The mitigating factors are pretty obvious, even if some 
corporate bigwigs are talking about hunting down the perpetra- 
tor as if he were Dr. Richard Kimble. 

The negatives aren't nearly as clear, unless you're one of 
the third-party companies who had intellectual property 
stolen because of their connections with Valve. Although I’m 
sure that Valve and Vivendi are honest in their frustrations 
over the server swipe, and that they did everything they could 
to prevent such a robbery from taking place, | can't under- 
stand why this crime is affecting the ship date. Yet that's the 
only reason for the delay offered by VU Games President 
Christophe Ramboz. This would be credible only if the hack- 
ers also managed to destroy source code components that 
weren't backed up during their cyberspace B&E, and that 
hardly seems possible. 

At any rate, Half-Life 2 has slipped from “Coming Soon!” to 
"Coming this Christmas!" to "When it's done!" That isn't good 
news to modders awaiting The Next Big Thing, even if some 
of them do have part of the source code to play around with 
while they wait. € 


WESTFRONT 


The time is World War II and the world is at war, the world is now 
your men and getting them home alive. 


KEY FEATURES - T 

* Continuous time / Timed play World War II 54 2 5 
3D strategy game 

* User defined auto-pause 

* Company level tactical setting with the 
emphasis on small unit tactics. 

· Detailed combat system 

< Detailed armor model 

< Detailed psychological model 

< Detailed terrain model based on topographic 
maps of the real terrain 

- Multi-plaver action for head to head play 

* Historical and hypothetical scenarios 

* Operations and dynamic campaigns allow 
long replay ability 

+ Scenario Editor 

+ Ships with easy to use Modinstaller (let's you 
swap mods with a mouse click!) 
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Get Your 
Groove On 


The all-dancing crap of the world 
BY TOM CHICK 


It's the holidays, so my friend Trevor and | are having our 
annual “PC games are dead” debate. 

“See, you can’t use something like this on a PC,” he says, 
nudging the dance pad with his toe. “I've lost three pounds in 
two weeks.” 

“How do you know?” 

“It tracks your workout progress. Here, | [| show you.” 
Trevor lurches around on the dance pad like a palsy victim 
playing Twister. A graph eventually appears on the TV 
screen. It says he's lost three pounds. 

“By April, I'm going to have calves the size of pumpkins.” 

"Where does it say that?" 

"You know, | used to have drag-select dreams at night 
from playing real-time strategy games. Now, from these 
dance games, | have dreams about arrows scrolling up. No 
joke. Oh, and don't tell anyone about this, okay?" 

"Actually, you know you can use that with a PC. There are 
programs you can download. Just get a USB connector" 


| 


really upstaging PC 
games. Face It " 


"It came with опе” 

"There you go” 

“Yeah, but there’s no space in front of my desk.” The 
dance pad sprawls in the middle of his living room like a 
hideous day-glo throw rug. Trevor has pushed the couch, an 
end table, and a ratty easy chair covered in a rattier blanket 
back against the walls to make room. 

“You need a PC for RTS games,” | venture. 

“Nope. Aliens vs. Predator Extinction for the Playstation 2” 

"Yeah, but it's bad” 

"So? It's an RTS.” 

"What about turn-based games? You need a PC for those" 


* Console games are 


"Nope. Gladius. Final Fantasy Tactics. Disgaea” 

“Disgaea? | think | had that once. After we ate at Casa Taco” 

"That's funny. Did you write that yourself?" 

"Yeah, just now” 

"You know, all the holiday games that | was really excited 
about were console games. Your magazine there even has a 
console game on the cover. Go ahead and look. I'll wait” 

| look. He's right. 

“Next thing you know,” he smirks, "it'll start reviewing Vice 
City, Halo, and Knights of the Old Republic" 

"That's funny. Did you write that yourself?" 

"No, you did. Look, | think | win the debate this year. Console 
games are really upstaging PC games. Face it. All the smart, 
wacky, and kind of kooky new stuff is on consoles. PC games 
are just doing old hat like Call of Duty and another Max Payne” 

“Those games both sold well.” 

“Wait, wait, is this the ‘PC games need innovation’ debate 
or the ‘PC games are dead’ debate?” 

“The second one. You need PC games for em em oh arr 
pee gees. Those are big business.” 

“Jeez, then why don't they hire someone to think up a 
shorter acronym? Do you have to say all those letters every 
time you talk about them? Just call them ‘more pigs?" 

"That's stupid.” 

"So are more pigs. Besides, we're getting those on con- 
soles. And we already have, like, Phantasy Star Online" 

"What's that?" 

“Japanese.” 

"Oh. You need PC games for mods” 

"Please. Who has time for mods? There are, like, six hun- 
dred for every game and only two of them worth trying. Then 
you can't find anyone playing them online” 

"What about the tens of thousands of people playing 
Counter-Strike right now?" 

"Well, yeah, sure, but what do they know? They're still 
playing Counter-Strike" 

"Don't say that. We'll get mail.” 

"Counter-Strike sucks. So does Day of Defeat" 

In case you're wondering, that's 
rebound cgonline.com. 

"You want to try it?" Trevor is using his toe to idly tap a 
beat on the dance pad. 

"Not a chance. There's no way in hell I'm getting on that 
ugly thing.” 

But | do try it. Within a week, | have a pair of dance pads in 
my house. My girlfriend loves them. | tried for years to get her 
interested in Diablo, SimCity, or Baldur's Gate. Even The Sims 
didn't take. Now she wants to try other games. Console 
games. "How come you never told me this stuff was so fun?" 
she asks, hunched over a gamepad. 

Come summer, my mouse-clicking finger might be a bit 
atrophied, but my calves will be the size of pumpkins. At least 
that's what my workout graph says. 6 
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Pen beneath the earth, there is a world where 


evil reigns and darkness never ceases... 


Now, Neverwinter Nights" enters one of the 

most awe-inspiring realms in DUNGEONS & DRAGONS? 
history — the subterranean Underdark. With the 
Hordes of the Underdark” expansion pack, 
experience Epic play — beyond level 30 — with 
bold ብ like Hellball, masterful feats such as 
Terrifying Rage, and new prestige classes and 


weapons. It’s a dark adventure of Epic proportions. 
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Neverwinter Nights”... 
` a world without limits! 
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of France. The Hundred Years? War has | 
begun. Can you develop your troops into an | 
effective and powerful fighting force, one | M 
that will vanquish your enemy and pave the | , 
way to victory? In Joan of Arc the destiny of; \ 
Europe lays in your hands: oe 


"BECOME THE WARRIOR 
|| Execute awesome combos to 
| devastate your enemy in the 
thick of intense combat action. 


Visit www.esrb.org or 
call 1-800-771-3772 


for Rating Information. нг 11] | Rb 
SOFTWARE T: 
4 


|| У 


Made with love’ by: 


<EIROMAG- 


Our goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping ош папу capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


